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War in the Middle East. 
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Contribution to Them. 


The Armed Forces Foundation is a charity that puts 
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phone cards for soldiers away from home, and this year we’ve 
organized fishing trips for thousands of military dependents at 
bases across the country. 

Please show your support and contribute today! 


www.ArmedForcesFoundation.org 


Armed Forces Foundation, 314 Independence Ave, SE 
Washington, DC 20003 
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ve just got to know why 
everyone loves Metal Gear 
Solid 2. Granted, the graphics 
are great and the gameplay 
is easy, but the story line stinks 
a major one (no pun intended, Major 
Mike). With a game like that, they need to spend 
more time on the story and less on the graphics. 
Not to make a list, but it also seemed like every 10 
minutes of play was answered with 20 spent watch- 
ing a cinema (this is also true in Final Fantasy X). 
Not to mention that MGS2 has no replay value at 
all. Once you see the full story, you’re like, “That’s 
it?” And then the game just sits in your game col- 
lection collecting dust, until you decide to trade it 
in for Lara Croft Tomb Raider: The Angel of Dark- 
ness. Granted, my favorite series, Armored Core, 
is badly lacking in story line, but the replay value 
is worth it. | don’t know of any other game that lets 
you fully customize your own mech, then use it to 
destroy others. | have more fun designing new mechs 
than playing through the stupid story of MGS2. 
Leonardo Silver Kia—Via Internet 


Strange, Leonardo, that just the other day the 
GamePros were discussing this very topic. Major 
Mike, who has done most of our Metal Gear 
coverage, responds (spoiler alert!): 


“Yes, you're right: Metal Gear Solid 2: Sons of 
Liberty is seriously hampered by its narrative, 
which slowly sinks the game as it nears its cli- 
max. What started out as a risky plot twist 
(playing as Raiden instead of Solid Snake for 
most of the game) slowly degenerated into a 
second-class rehash of the first MGS narra- 
tive with soapbox speeches that went on... 
and on...and on...until you stopped caring 
about the events altogether and wanted to...never mind. 
As for Final Fantasy X, you almost have to expect an 
abundance of cinematic sequences since it’s a story- 
driven RPG. However, the scores that FFX and MGS2 
received were based on the initial playthroughs, and we 
took such things into account as how immersive the 
games were (among other factors). Of course, repeat 
plays are rarely as fresh as the initial ones (film critic 
Roger Ebert has an old saying that rings true here: ‘You 
can only see a movie for the first time once’). It seems 
whenever a classic franchise makes its debut on a next- 
gen system, there's always some type of inherent hype 
or excitement built into it, and you'd be more likely 
to notice a game's strengths than its flaws. And if the 
ending to FFX felt abrupt, that may be because it’s 
continued in FFX-2....” 


| just wanted to ask the GamePros a question about 
The Wind Waker. Is it impossible to beat this game 
without a Game Boy Advance? You see, | don’t have 


one and don’t plan on buying one, but it is the only 
way to use the fairy, and without her the N64 titles 
would have been unbeatable. I’ve been hearing all 
this talk about it, but nowhere have | seen anything 
about whether or not it is required. So what | really 
need to know is if it is required. 

Rick Parker—Via Internet 


You can definitely get through the game without a GBA. 
Star Dingo actually found Tingle (the GBA connection 
fairy) to be annoying, while Tokyo Drifter seems to love 
it. But he thinks the fact that he’s using the GBA SP is 
what's increasing his Tingle Enjoyment Factor quite a bit. 


| was wondering: How does GamePro get its infor- 
mation and news all the way from Japan? Do you 
make phone calls and tell each other the news? Or 
do you have some people in Japan gathering gam- 
ing news and sending it back here to be posted on 
GamePro.com? Please respond. This is important 
for me to be successful in my career! | am a very 
serious person. Thank you! 

Lasha K-Via Internet 


Fennec Fox is a very serious person, too... 
or a very serious vulpine mammal, or 
whatever. But it’s Fennec who has spear- 
headed our enhanced coverage of the 

Japanese market, both in the magazine 

and on GamePro.com. He monitors 
that market closely, attends the annual 
Tokyo Game Show on GamePro’s 

behalf, is fluent in Japanese, and has 
done several one-on-one interviews 

with Japanese industry leaders, in- 
cluding Nintendo's Shigeru Miyamoto 
and Sega’s Yu Suzuki. And if you visit 
our website, you may also notice that 

GamePro has an exclusive partnership with Famitsu, Japan’s 

leading weekly video game magazine. Put Famitsu and 

Fennec Fox together at GamePro.com, and you’ve got 

the ultimate import news resource. 


?’'m a big fan of a Half-Life mod called Counter-Strike 
on the PC. | like playing it online with friends, but Pve 
been wondering if you know if there will ever be a 
version of Counter-Strike for console systems. It 
would probably contain online capability, of course, 
but | would think a single-player mode would be 
available also. I'd like to see a campaign where 
you’re a member of a counterterrorist force and 
you have to save hostages, or maybe just an exact 
version of the PC online game where you can play 
alone with A.!. bots. | would really like to know if a 
version is coming out sometime in the near future. 


John Chamberland-Via Internet 


At the 2001 E? show, Microsoft announced that 
Counter-Strike would be coming to Xbox Live. 
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Since then...nothin’. We assume it’s still in the works, but we don’t know 
what kind of single-player enhancements are planned, if any. Something’s 
definitely cooking, though; when we know more, we’ll report it. 


Imagine my surprise when | received my copies of Pokémon Ruby and 
Sapphire three days before their scheduled release date! Then imagine 
my surprise when | found out that they are not backward-compatible 
with my old Pokémon games, and that Nintendo eliminated over 100 
kinds of Pokémon from previous games. Though | was impressed with 
the gaines on the whole, | was just disappointed that my alternate- 
colored Mews and Celibis were just going to have to stay at home on 
my Gold, Silver, and Crystal cartridges. 

» Shawn Troxel—Danville, IL 


It’s a drag, Shawn, but it’s understandable. Game Boy Advance games are a 
major upgrade compared to Game Boy Color games, so programming them 
is totally different. To date, there are no games that let you trade data between 
the two new platforms; even the link cables are different for each system 
(and the third-party cables that work on both use a small switch to handle 
each kind of data separately). Besides...now you have an all-new stable of 
Pokéthings to collect, and you can always go back to Gold, Silver, and Crystal 
whenever you want to play them. 


Whatever happened to Atari? Why hasn’t the company made another 
system since the Jaguar? 


>» Gina Sprint—Nine Mile Falls, WA 


Noe 


D. Wells—White River, SD _R. Taylor—Bartlesville, 


Atari as you used to know it no longer exists. The company that launched 
the arcade and home video game industries eventually hit tough times, and 


All art becomes the property of 
GamePro magazine. Sorry, we 


when the Jaguar didn’t work out in the long-term, the company merged Free 
with a hard-drive manufacturer named JTS. Rights to the home games went . _* Gar er re > ig dice pene Ai Oe aa 
to Hasbro, which was then bought by Infogrames—they own the name 0 tee accept color photocopies or digital 


es scans. Send to artattack@gamepro.com, 
now. Now Atari is a brand name for games like Unreal Tournament 2003, : aca tim aced 


TransWorld Surf, and Enter the Matrix. But if you’re waiting for a new con- 
sole with that classic Atari fuji logo on it, you should stop—they’re out of 
the hardware biz. A more complete picture of Atari’s rise and fall can be 
found in The Ultimate History of Video Games by Steven Kent. 
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Science Fiction 2.0 <<A 
article in the May issue, you probably 
spotted a big honkin’ error—we put in 
two screens of MechAssault and labeled 
them as Brute Force. Dan Elektro is to 
blame, and although he tried to pass it 
off as “a super-secret 
Enigma clue,’ we ay 
ain’t buyin’ it—he Yi Sha. Sw 
just goofed. GamePro i 
regrets the error, oo 
and as punishment, 
Dan has been forced 
to spend some quality 


time with Bad Hare. 
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(like a Mac or a second PC) or if you turn them on in a different order, the 
IP address of your PS2 will change and the router will not know that— 
£>» This month, The Watch Dog takes a bite out of leaving a gaping security hole in your home network unless you go back to 
* 1GI2: Covert Strike’s many bugs and offers some the router settings and change it. 
tips on setting up your router to host games. All 


j this from the only column in the world that stays 
crunchy in milk. Q | picked up a copy of IGI2: Covert Strike boxed on the way home 


today and was playing it tonight. There are some pretty bad bugs and 


crashes. Can you help me out? 
CHILD OF EYE—VIA INTERNET 


| have my PS2 hooked up to a cable modem 
through a Linksys router so my PC, Xbox, 
and PS2 can all be on the Internet at the same 
time without switching any cables around. But 


A According to Codemasters, IGI2: Covert Strike has a number 
of bugs that affect the game's graphics, sound, and gameplay. 
The company does offer some solutions on its website: 


when | play Amplitude online, | can only join 
other people’s games; | can’t host them myself. 


| Het gee an RPOr RS RAES Toon Ali pavas. Problem: The game crashes to the desktop during the Ambush Mission 


(Mission 5 with the APC) or Mission 7 (Border Crossing—also 
: said an ep 


Sounds like your Amplitude 2 a —— = =} 
data is being filtered through _| ovCP Actor rane <7 ) cards we the latest drivers. To solve this problem, from the game’s 


a firewall in the router. A firewall is 
a built-in security feature of most 
routers that prevents hackers from 


How can | host games? 
WEEZEROFOZZ—VIA INTERNET 


main menu select “Configuration” then “Sound,” and change the 3D 
sound provider to “Miles Fast 2D Positional Audio.” 


OHCP Server iP Address 
Client Hostname IP Address é 
prpaws 192.168.1.100 00-50-2C-04-CE-EB 

192. 168.1.101 08-50-E4-C0-94-61 

192. 168.1.102 


Problem: The graphics are distorted, or flicker, when using a Radeon 

8500/9000/9500 graphics card. 

Solution: Download and install the Catalyst 3.2 drivers for your graphics 
card from ati.com. Once these have been installed, in the game’s configuration 

specifically told to let through. Since eter ae meme go to the graphics menu and set “Force Software Vertex Processing” to “No.” 

the PS2 is more or less immune to oe 

traditional hacks (at the moment, 


anyway), the firewall is little more 


snooping around on your PC. It lets 
your data out but blocks any data 
trying to get in that it hasn’t been 


Problem: When trying to connect to a game online, it is not possible to 
connect. The level loads, the player presses fire, but the game just returns 
to the server list. 

Solution: This is a symptom of an invalid or duplicate CD-key. If you have 


obtained a CD-key via the Internet or from another copy of the game, 
rather than using a key provided with a retail version of the game, you will 


than a nuisance...except that your 
PC desperately needs it to stay safe. 
How do you pull that off? 

The trick is to tell your router 
that any data going to the PS2 doesn’t 
need to be so carefully protected. 
The easiest way to do this is to set 
up your PS2 as a““DMZ Host.” DMZ 


is short for “demilitarized zone” — 


not be able to play online. 


onfigure the router to act as desi CH 
Figur n Prot ocel ) server for network 
a guide for fUCTIONS On how to setup 


Problem: The following error message appears when trying to run the 
game: “Fatal error: invalid QVM format in file: config.qvm.” 
Solution: This error may occur if you install the game to a different folder 


than the default. Deleting the ...igi 2pcconfig.qvm file and then restarting the 


a sort of no-man’s-land in a war game should overcome this error. Alternatively, try uninstalling the game and 


area —so your PS2 will actually be then reinstalling to the default folder as selected by the game. Both of these 


outside the firewall, unprotected | iain 
in the wild. But for hassle-free PS2 gaming online, that’s a st ching 

For this example, we'll assume you are being assigned an IP dynamically 
(more commonly known as DHCP, which is the norm for cable modem 
users), and we'll use the Linksys BEFSR41 router/hub since it’s affordable 
(more commonly known as cheap) and therefore very popular. If this advice 


workarounds will result in your configuration preferences being reset. 


Problem: The game crashes randomly. 

Solution: We have found that in the BIOS, if the Graphics Aperture Size is 
set incorrectly, then problems may occur. You need to ensure that it has 
been set to no more than 64 MB. To check what yours is set to, restart the 


doesn’t work for your specific setup (most routers should have similarly computer and enter the Setup. In the BIOS, ensure that the Graphics Aper- 


named menu options), don’t be afraid to contact your ISP or your router ture Size is set correctly. 


manufacturer's tech support and ask them for more specific help. 
Go to your router’s control panel (type in http://192.168.1.1 on your 


browser) and select DHCP, then click on DHCP Clients Table. This will tell /SUBMISSIONS 


you how many devices are currently using the router, and they're usually in 


h sbansitecceuhie ~~ i ng IP add At GamePro, listening is what we do Having problems with hardware or 
niles laastalasuteih, nada icaiatateimabell saclnnas sedlitains, Silla has best. When you have a problem with — software from Sony, Nintendo, or 
as 100 on the DHCP screen, the PC should be 100 and the PS2 will be a product or feel you’ve been ripped = Microsoft? Here are the customer 
either 101 or 102 (depending on whether or not your Xbox is turned on off, we want to know. Write to: service numbers to call: 
at the same time and which one you turned on first). GamePro’s Buyers Beware Sony: 800/345-7669 

Make a note of your PS2 number an select the PEED tab. Choose —— roe = Nintendo: 800/255-3700 
DMZ Host and enter the number. Click Apply and, voila, instant and unre- Oakland, C 23-221 Microsoft: 800/469-9269 
stricted data can now flow to and from your PS2 with your PC remaining Or e-mail us at: ccaaiiainiadeneiaieeeiieaiiiiin a akdiadae. 
safe and sound. Just remember that if you add another device to your router buyers_beware.gamepro@ 

gamepro.com 
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Good only at Best Buy retail stores in the United States. Not good in 
combination with other coupons or offers. Limit one coupon per title 
per customer. Not valid on prior purchases. Valid on instock items 
only. No dealers. Coupon must be presented at time of purchase. No 
copies. Coupon value is 1/100 of one cent. Good through 9/6/03. 


Cashier Instructions: Scan coupon UPC. Scan qualifying 
product UPCs. Scan all other product(s) being sold. Press “Total.” 
Select “Yes” to apply package pricing. Write “VOID” on the 
coupon and place in the register coupon media file. 
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A a little program we call DirectX, which changed PC gaming by solving compatibility problems 
that had plagued the PC for years. When he left Microsoft, Alex figured there could be something 
like that for online games—an engine that would stream online games to your desktop, play them all 
equally well, and enable developers to design online games that could compete with the ones you 
buy at the store. The result is the WildTangent Web Driver. 


Blackhawk Striker is a traditional top-down 
arcade shooter that helps show the differ- 
ence between online Flash games and the 
things the Web Driver can run. 


Betty Bad is a simple eahackan that denen off 
the Driver's 3D capabilities. The 3D content 
streams from the server, so even on dial-up 
it takes only a few minutes to download. 


OAK 


002 


DRIVING THE WEB 

The idea behind the Web Driver is that it enables “broad- 
cast gaming,’ which St. John says is to boxed games what 
TV is to movies. “You don’t build an episode of Seinfeld 
the way you would The Lord of the Rings,” says St. John. 


for example, you don’t want big intro movies since they’re 
huge and would have to download entirely before the game could 
start. You make your first level smaller than the rest and save the big 
music and video for the end of the game. Meanwhile, while you’re play- 
ing that small first level, the Web Driver has downloaded the rest of 
the game. If WildTangent can distract you for five or 10 minutes, you 
won't notice that it will have sent you over an hour of content while 
you were playing. 

An example of a game made specifically for broadcast is Hit the 
Pros 2003, a baseball game that uses actual stats from recent baseball 
games to reproduce the exact pitches thrown and give you a chance 
to try to hit them. The game uses data from sensors at six Major League 
Baseball stadiums to record the pitches and toss them at you as you 
play. Since Hit the Pros uses data received from games that ended even 
mere minutes ago, you couldn’t really box the game and ship it to 
store shelves. It's not a full-on baseball sim, but it’s a made-for-broad- 
cast specialized game that's guaranteed to be different pretty much 
every time you play. 


TANGENTIAL DEVELOPMENT 


The most interesting thing about WildTangent is that 
you can download its development kit for free and 
create your own online games for the Web Driver. 
While it requires some talent and game design knowl- 
edge to use, you're free to distribute your games 


on them, you'll have to give WildTangent a cut). The 
coolest thing is that if WildTangent likes your game, it 


Blasterball 2 is WildTangent's breakout title, and ironically, BROADCAST ‘NET WORK 


it's based on Breakout. Broadcast games are often simple 
and old-school, which appeals to a lot of people who don’t 


consider themselves gamers. 
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however you want (though if you want to make money 


will offer to produce it for you; provide its beta testers, 


4 WildTangent's website (WildTangent.com) has tons of 
In other words, you don’t write a game for the web like _ tutorials and support for developers using the Wild- 


you would for store shelves. You have to think differently, | Tangent SDK. If you already have some skill making 
games, these tutorials will help immensely. 


Hit the Pros 2003 ; gives you a npr ene to 
swing at real Major League pitches and 
see how you rank among all the players 
online. This sort of game is made specifically 
for broadcast gamins. 


You can play demos of WildTangent games 
without downloading them and then buy 
them only if you think they're worth your 
cash. Here's a screen of Space Rocks, a 
WildTangent homage to Asteroids. 


producers, and marketing for your game; and publish it on its site, splitting the proceeds with 
you. For a budding, talented game designer, that’s not a bad way to get a foot in the door. 


While broadcast gaming won't replace gaming stores anytime soon, it’s still a great way to play 


some games and even develop your own ideas for publication. For more info, or to download 
the Web Driver or the developer's kit, go to wildtangent.com. @ 
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LOADING... PRO News 
PS3 CELL CHIP UPDATE 


Sony, Toshiba to build new factories for PS3 processor; PS2 chip refined 


At a joint press conference held in Tokyo in late April, Sony and Toshiba announced plans to build advanced semiconductor 


plants for the fabrication of faster and more complex chips as they look ahead to the next-generation PlayStation console 
and other broadband network products. The announcements included confirmation that the Cell processor will be the 
main engine behind the PlayStation 3, which squelched several rumors to the contrary. Although Sony confirmed that Cell 
will serve as the heart of the PS3, it declined to give a launch date for the new system, only stating that more details will 
be revealed at its next business-strategy conference. 

The Cell chips are being developed in tandem with IBM as part of a five-year project that began in 200! and has as 
its goal a one teraflop-class consumer microprocessor. If successful, the result would be a processor that could be imple- 
mented in household electronics, yet is more powerful than IBM’s Deep Blue supercomputer. Sony plans to reveal its 
strategies for Cell’s use this year, debuting appliances with the chip inside as early as next month. 

In a separate announcement, Sony also revealed Dragon, a new chip that combines the technology that drives the current 
PlayStation 2 into a single processor. Dragon is a one-chip version of the Emotion Engine and Graphics Synthesizer, the 
two CPUs that form the heart of the PS2, that takes up only a sixth of the physical size of the two chips. Sony did not 


announce what Dragon will be used for, but it’s easy to imagine it could be utilized for PS3 backward compatibility or in a 
PS one-style redesigned PS2 system. 


EVERYONE TO MERGE SEGA? 


The weeks preceding E? were a confusing time for Sega and its fans. No less than four companies came a-courting 
with offers (or rumors) of mergers, buyouts, or strong investments. 

The saga began in February, when Sega announced plans to merge with Sammy (see ProNews, May). Investor response 
in Japan was unfavorable since Sammy, Japan’s largest pachinko company, would have to acquire the nearly 57 billion yen 
($480 million) in Sega debt as part of the deal, but a target date of October was set for the union. Shortly after the Sammy 
news, the Japanese daily newspaper Nihon Keizai Shimbun reported a deal with Electronic Arts that would give EA 22 
percent of Sega; Sega and EA both denied it within a few days. “We have not received any formal proposal on a capital 
alliance with EA,” said Sega in a statement, ‘‘and no such issue has been discussed at our board meetings or chief execu- 
tives’ meetings.” However, the EA rumor is still circulating and retaining some credence. 

To make things more interesting, by mid-April Namco had entered the merger picture. ‘“VVe entered a business agree- 
ment with Sega in the arcade sector on September 20, and had proceeded with talks of further joining of operations, but 
temporarily halted the proceedings at the request of Sega,” said a Namco statement. “We firmly believe that the joining 
of Sega and ourselves...will advance the industry and produce the greatest possible amount of synergy.’ Namco later 
confirmed that it had tendered a merger proposal to Sega and was currently awaiting a response. Not coincidentally, 
Namco’s proceedings halted around the same time that Sega announced the Sammy deal. The marriage of Sega and Namco 
is seen as a much better fit among Japanese investors than the current agreement with Sammy. 

Sammy representatives did not hide their surprise at Namco’s offer, which is completely independent of their own 
plans. ‘We are still proceeding smoothly with property assessment and other pre-unification preparations,’ Sammy investor- 
relations head Tetsuya Hasegawa told Bloomberg News. “We plan to sign the agreement in May and receive approval in 
our shareholders’ conference in June.’ A Sammy PR rep was more upfront with Japanese website Game Watch: “All we 
can do is quietly move toward the October | merger date.” 

But wait—it gets more complicated. In late April, the Yomiuri Shimbun 


_— 


newspaper reported that Microsoft was also considering a purchase of 


wi 


Sega's stock. According to the report, Sega revealed that Microsoft had 


\ 
) unofficially discussed plans for a transfer of stock between the two compa- 


nies. Microsoft, which already owns a small portion of Sega shares, is aiming 
to increase sales of its Xbox home game system worldwide; it is currently 
devoting attention to Sega and its development power as it competes with 
Sony and Nintendo. Reports that Microsoft was considering purchasing 
Sega were printed in the U.S. Wall Street Journal earlier this year, a report 
that both companies promptly denied. 

At press time, Sega was officially evaluating offers from both Sammy and 
Namco—but with so many offers, it would appear that Sega won't be inde- 
pendent for very long. Check GamePro.com for the absolute latest on this 


developing story. 


GAMEPRO JULY 2003 25 


” 


Xbox Price Cut in Europe 
The Xbox and GameCube are cur- 
rently waging what's become one of 
the most surreal battles in the history 
of the gaming industry—never has so 
much time and money been expended 
in a mad rush to take the number-two 
spot in the market. The battle took 
another surprising turn recently when 
Microsoft announced new price cuts 
for the Xbox that brought the system 
down to the same price as the Game- 
Cube across Europe. 

Effective April ||, the Xbox’s price 
was reduced to 199 euros ($214) in 
continental Europe and 129 pounds 
($202) in Britain—a discount of about 
20 percent off the original retail price 
in both areas. The GameCube retails for 
199 euros (a figure that’s been heavily 
discounted by some U.K. shops), while 


~ the PlayStation 2 is still chugging along 


at 250 euros with a free pack-in game. 

Microsoft last cut the Xbox’s price 
in Europe in November, a discount that 
brought the system down to 249 euros 
and 160 pounds. The discount resulted 
in the company having a much better 
Christmas in Europe than Nintendo, 
which was plagued with game delays 
and a lack of hot holiday titles. Micro- 
soft claims it has sold 2 million Xboxes 
in Europe so far, giving it a narrow lead 
on the GameCube but still putting it 
far behind the P82. 

Nintendo spokesman Yasuhiro Mina- 
gawa commented that his company has 
no current plans to lower the Game- 
Cube’s price in Europe. Sony Computer 
Entertainment Europe declined to 
comment on the discount. 


GBA SP Harder To Hear 
Waiting for the GBA SP headphone 
adapter to appear ata retailer near 
you? Stop waiting—-it’s not coming to 
store shelves. It’s only available via 
special-order from Nintendo itself. 

“In order to reduce the cost of the 
GBA SP for all consumers, Nintendo 
made the decision not to include the 
audio adapter in the final packaging,’ 
said Nintendo in a statement. “Instead, 
interested consumers can obtain the 
headphone jack by contacting Nintendo’s 
consumer service department or visit- 
ing their website.” 

The jack, which cannot be used at 
the same time as the SP’s AC adapter, 
has a list price of $4.25 and is available 
for purchase now at store.Nintendo.com. 
If you’re not fussy about first-party ac- 
cessories, then there is an alternative — 
several third-party accessory outfits 
have announced headphone adapters 
of their own, and those will be available 
in retail outlets. 
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Following the events of the blockbuster Universal Pictures film, troubled scientist | 
Dr. Bruce Banner and his enraged alter ego, The Hulk, battle The Leader - a y 
terrifying villain intent on unleashing a relentless army of gamma creatures on the 

world. Unravel The Leaders evil plan by using the brains of Banner, and unleashing. 

the ultimate power and destruction of The Hulk. 


SEE THE MOVIE 


IN 
THEATERS 


WWW. THEHULK.COM WWW.HULKGAMES.COM WWW.MARVEL.COM 
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"THE INCREDIBLE HULK" and "THE HULK" interactive game © 2003 Universal Interactive, Inc. Marvel, "THE INCREDIBLE HULK" and all related comic book characters: TM & © 2003 Marvel Characters, Inc. All rights reserved. www.marvel.com Pu 
in the U.S. and/or other countries. "PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. TM, ®, Game Boy Advance and the Nintendo GameCube logo are trademarks of Nintendo. Microsoft, Xbox, an 
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, Fight up to 10 enemies at Battle notorious classic villains Outsmart your enemies as Dr. Bruce 
| once. and massive new foes. Banner, using stealth and disguise. 
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lished and distributed by Universal Interactive, Inc. "THE HULK" Movie © 2003 Universal Studios. All rights reserved. Vivendi Universal Games and the Vivendi Universal Games Logo are trademarks of Vivendi Universal Games, Inc. 
Xbox logos are either registered trademarks or trademarks in the U.S. and/or other countries and are used under license from Microsoft. All rights reserved. The ratings icon is a registered trademark of the Interactive Digital Association. 
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Rating: 4.5 

The future of gaming is 

online; are you equipped 

to make contact with 

gamers around the 

globe? The NetPlay is an 

all-in-one licensed PlayStation 2 gamepad and detachable USB keyboard designed 
for the unique demands of online gaming. Like Logitech's cordless PS2 controller, 
the gamepad part feels solid and responsive, if by nature heavier and bulkier than 
your fingers might be used to (but the underside of the controller is sculpted 
to rest comfortably on your legs). The keyboard stuck in the middle features 
full-sized letter keys, but just about everything else is scaled down to save room; 
typing is responsive and extremely quiet, if a little cramped. The NetPlay was 
created with online RPGs like EverQuest Online Adventures in mind, but it 
worked fine with Amplitude and even Tony Hawk’s Pro Skater 4. If you’re 
going to spend any time gaming online with your PS2, take a close look at 
the NetPlay.— Dan Elektro 

Price: $69.99. Contact: Logitech, 800/231-7717, logitech.com 


Rating: 4.5 

Nintendo’s Game Boy Player, a small platform-shaped 
accessory that fits below your GameCube, lets you 
play all |000 or so Game Boy and GBA titles on a 
regular TV set. The GBP clicks right into 

the hi-speed port at the bottom of the 
GameCube; load a special startup disc 

on the console side, and the game's displayed on 
your TV screen. An expansion port is included 
on the unit so you can link up with real GBAs for 


controllers in and expect to play four-player Zelda GBA, for example.) 


multiplayer action. (You can’t stick four GameCube 


An hour or two of Castlevania or some other fast-action game on the GBP 
will make you realize two things: one, the picture and sound quality is almost 


addictive; and two, the GameCube control pad really isn’t suited for this kind of 


abuse. Fortunately, you can use a standard GBA with link cable as a controller — 


undoubtedly the most comfortable solution for now.—Fennec Fox 


Price: $49.99. Contact: Nintendo, 800/255-3700, nintendo.com 
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Developed by AM2 


Published by Sega ° Available now 
After almost eight years, Virtua Cop 3 | 
has finally arrived with a host of new : 
features that alter the traditional play 


mechanics in notable ways. 


| PREEPLAY 


Taking a page from the Max Payne 
manual of gameplay is Virtua Cop 3’s ES (Exceeding Sense) mode that’s activated 
by pressing a foot pedal mounted at the base of the arcade cabinet. When the 
pedal is pressed, a slowly depleting horizontal green bar appears onscreen, 
action slows to a crawl, enemies move in slow motion, and incoming bullets 
can be spotted and knocked off course. 

The second innovation is the weapon-changing system. Once you've acquired 


a secondary weapon, you can keep it in your inventory and switch to it at will 


stinger missile launcher, and more. You can 
also snag extra ammunition and health by 
shooting the respective icons when they 

appear onscreen. Up to two Virtua Cops 


can blast away simultaneously—Major Mike 


© 
& t > t . | a ‘Normandy...Everybody who has never been 
i 2 oo, ©. oh. ee to 3 


wants to go, while most people who have 
gone once or twice don’t exactly look forward to it. But lately, E? is happening before E? 
happens—several major publishers had “editor days” where the game mags are invited 
to a private sneak preview of some of the key titles that will be displayed on the show 
floor. This preemptive strike seems to be the only way to get the information into the 
right hands. Hey, doesn’t anybody think that’s a sign that E? needs some changes? * Speaking 
of which, since it’s been asked a lot again this year: No, you can’t go to E? if you’re under 
18—but then again, they do have those special “underage guest’ badges, so who freakin’ 
knows? That under-!8 policy is apparently only “strictly enforced” if you're not the child 
of a bigwig publisher or something. * Wanna start your own country? Check out the free 
web game at nationstates.net and put up your own iron curtain (thanks to GP forumer 
CloudStrife for the heads-up). * In Florida, the Miami neighborhood of Liberty City is out- 
raged that Grand Theft Auto Ill portrays them in a negative light. After all, they say, Liberty 


99 46 


City, where the ultraviolent game takes place, is “the armpit of the world,” “where lunatics 
prosper’’—it’s “a great place to leave.” Just one problem, folks—-GTA's Liberty City is 
loosely based on New York, not your town. However, Vice City---that’s based on Miami. 
That’s what you should be upset about. You’re not allowed to be righteously indignant 


until you’ve actually played and understand the games. * Call of Duty...Call of Du 
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AVAILABLE FROM ALL coon GAMES RETAILERS OR ORDER ONLINE: WWW. codejunkies. com 
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BATTLE CODES 


Action Replay” is quite simply the most powerful game enhancer available. _ trained 
Just imagine infinite lives, energy, apn, va much: euch more. Action Replay” | ® 
gives you terenwer tp beat the game. ihe GG % 
Geraight o out of the box, Action Hiatal? « contains thousands of 100% unofficial é 
gamebusting enhancements that game programmers don't want you to discover. I, 
_ Action Replay will change your ¢ gaming experience forever! - INFINITE AMMO 


Action Replay” is easily updateable with new. codes - simply visit www.codejunkies.com 
where you'll find « even more powerful enhancements for the latest blockbuster games. 


Whether you're gunning for glory on the GameCube”, PlayStation«2, Xbox” or Game 
Boy Advance, Action Replay” will help you even the odds! 


PS$2@ version of Action Replay” comes 
packed with additional features including 
import DVD movie player, memory card 
manager and more. 


GameCube” Action Replay” also gives 
you the power to play import games from 
Japan and Europe. 


EXTRA CHARACTERS 


Game Boy» Advance Action Replay” 
comes equipped with USB link cable to 
also allow connection to the web via any 
internet enabled PC. 


Xbox” Action Replay” includes a high 
speed USB docking station which allows 
you to download new enhancements 
Straight into your codelist. 


FOR THE VERY LATEST CODES AND POWERSAVES VISIT: olrtps ll AED 


©2002-2003 Datel Ltd. Action Replay is a trademark of Datel Ltd. PlayStation 2 1s a registered trademark of Sony Computer Entertainment Inc. GameCube and Game. Boy Advance are C ¥ o s 
trademarks of Nintendo Inc. Xbox is a trademark of Microsoft. The game screen shots are used to illustrate Action Replay's compatibility with these fantastic titles - they are the copyright of JUNKiE 
their respective owners. Aclion Replay is NOT sponsored, endorsed or approved by Sony, Nintendo, Microsoft or by any of these copyright owners. *Action Replay was sold as 

GameShark" for a period in the USA. Actual appearance may vary. 
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FIRST OUTING ON THE PLaYSTarion 2, Bur 
WILL JAK ANO DAXTER’S SEQUEL CARRY THE 
SAME CLASSIC ANTICS FORMULA, OR WILL IT 

BE TOO RADICAL IN ITS NEW OIRECTION? 


By Four-Evéo Oracon 
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f F THERE WAS ever a platform game that didn’t actually seem like a plat- 
form game when you played it, Jak and Daxter: The Precursor Legacy was 

it. All of the classic rules applied: run-n-jump at every turn, power-ups galore, 
and the occasional boss fight. But the core of the game was overshadowed by 
a ton of little details that made Jak and Daxter so refreshing to play—and 
made you forget that you were playing a platformer. This September, Jak II 
hopes to continue that freshness, but don’t expect a cheerful, wanton-spirited 
Jak to lead the way. 


Warcw Your Back, Jax 


“Jak ll marks the largest departure from classic action platforming that we 
have ever made,” says Naughty Dog cofounder Andy Gavin. “There is a little 
Grand Theft Auto in “ ll. There is a dose of Tony Hawk in Jak Il. There is 
aS aes some Wipeout in Jak Il. There is some 
Robotron in Jak Il. The game is so dif- 
ferent from what we have done in the 
past that in some ways, it doesn’t even 
feel like we are doing a sequel. | think 


“Jak Il staat the aim of the «cna to better fit the audience of 2003,” states 
s Jason Rubin, cofounder of Naughty Dog. “We are aware that gamers are older, 
gamers will feel the same. wiser, and have moved past the speechless, furry orange character period. We 
Gamers will also be are in tune with the fact that cute is currently out of fashion.” 

emotionally charged with 
Jak II's theme: revenge. 
For Jak, his willingness 
for vengeance begins 
right after The Precursor 
Legacy ends. The story 
starts as the two heroes 
stumble upon an energy 


portal, which propels 


them 500 years into the ‘This time around, you can expect much 
more mature-themed wisecracks from 
the obnoxious Daxter. 


Though the overall game tone is darker, 
levels still have vivid and colorful detail. 


‘future and plops them 
down in a foreign city 


se : “The story re such a en re role that w we needed 
Jak is now equipped with avery big _—‘"uled by a tyrannical baron. Immediately, Jak is captured and —_jak to react to events and characters in a direct way,” 
gun that can accommodate various thrown in jail by the baron’s henchmen, where he is experi- _ notes Jak Il Creative Director Dan Arey. 


shooting styles. mented on with Dark Eco. After two years in captivity, Jak escapes with help 
from Daxter and instantly plots revenge on the baron. “In this game, Jak is 

pissed!” exclaims Dan Arey, Jak Il’s creative director. “He's out for revenge. 
He gets in people's faces!” 

Clearly, Jak has grown out of (or been forced out of) his whimsical person- 
ality and has developed a more mature and serious disposition after incarcera- 
‘tion. A Teen rating, rather than the Everyone rating given to Jak and Daxter, 

reflects the Jak II direction: a darker tone with obvious moral issues that a 
more mature audience can comprehend. Though the game may | 
be limiting the age of its audience, the new rating opens up the Two y years of forced Dark Eco experi 
dialogue spewed out by the crass Daxter and by Jak. Yes, Jak es on ee Soy <n Honan peresue 
: son. With Jak, the Dark Eco occasionally 

can now speak. But most of your laughs will come after the transforms him into a menacing, more 
frequent vulgar and crude remarks made by Jak’s little sidekick. | Powerful being. 

All jokes aside, Jak and Daxter’s new world isn’t confined, 
either. In fact, the duo must explore a world three times as big 
as the entire area from their first adventure. The futuristic city 
itself is populated by distinct citizens, which means you won't 
see the same person twice. The city is so big that you'll soon 
realize that a ride is the best way to get to the other end of 
town. Luckily, finding transportation isn’t a problem. You can 
commandeer any hover vehicle you wish and sideshow the 
streets all you want. But be careful of the local law enforcement, 
which is made up of the baron’s henchmen. Aggravate them 


A whole new set of moves for Jak in- 
cludes a powerful Dark Eco attack that 
can finish off multiple enemies at the 
same time. 


“Players will f find Neamsidies ina city 20 
times bigger than the size of the home 


1 enough, and they'll pursue you. village from The Precursor Legacy,” ex- 
Familiar hanutess ois Jak wi Daxter’ s first adven- CONTINUED P pjains Jak Il Game Director Evan Wells. 


ture will guide you to your goal. 
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Of course, playing as Jak, you won’t 
surrender to the 5-O easily. In addi- 
tion to all of his old kick and punch 
combinations from his first quest, Jak 
can now turn into a serious super 
Dark Eco freak, a dark state that en- 
ables him to quickly dispose of entire 
groups of enemies at once. He can 
also use a powerful upgradeable gun, 
which is available almost immediately. With the inclusion of the gun, Jak has 
more flexibility with his offense. He can mix up his combos and create such 
acrobatic moves as a kick-and-shoot attack. And for Daxter fans, you can 
now control the wisecracking fuzzball in certain levels. 


As a noticeable change from the 
first game's linear feel, Jak and Daxter 
can now choose from a variety of 
missions at one time. You won’t need to collect everything in order to 
move ahead to the next area. And if you desire a break from your vin- 
dictive motives, you can take a breather on levels that test your skills at 
racing and shooting. There are even levels where you must use your hover- 
board, which you also receive early on in the game, in order to get to 
otherwise inaccessible areas. 


Besides the gameplay changes, developer Naughty Dog is making visual 
changes to Jak Il. Each character, for instance, now has more than 

E triple the polygon count than in the first game. There are about 

50 unique enemies, 23 vehicles, and roughly 60 minutes of 

in-game cinematics. The what-you-see-is-where-you- 
can-go layout remains intact, as does the fantastic 
no-loading-between-levels feature. Both help 

make the game seem seamless with- 
out any interruption in gameplay. 

Indeed, Jak and Daxter are going 
through a radical transformation. There are 
clearly features in Jak Il that are either being 
improved upon or completely changed from The 
Precursor Legacy. 

“With Jak Il, | think that we bring modern 
gameplay and universal ideas together with classic 
playability,” explains Jason Rubin, cofounder of 
Naughty Dog. “That combination, | hope, will be 
a magical combination.” (Gr) 
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CONTENT RATED BY 


Runaway mine carts, blasting barrels and one swimming gorilla. 


© 1994, 2003 Nintendo. TM, ® and Game Boy Advance SP are trademarks of Nintendo. © 2003 Nintendo. 
Game and Game Boy Advance SP soid separately. www.donkeykongcountry.com 
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” INA YEAR WHERE 

A LATFONM GOMES FALTERED. 

OOTCUET & CLANK REWROTE THE 
ULES AND CAME OUT ON TOP. 

LL COIN COMMANDO BE ENOUCH 

) oTAY THERE ? cro ource 


LARGE AMOUNT Of mascot games released last year was like a time 
rp to the days when platform games were king and Mario and Sonic were 
yal court. Alas, history did not repeat itself and even the Italian plumber’s 


‘return didn’t sell like the old days. One notable exception was a little Armor suit upgrades for Ratchet are just one of the many new features in 
alled Ratchet & Clank, which proved to be anything but little. Its 35-plus Going Commando. 


‘Of gameplay, RPG elements, and story-driven level progression hit a cord 
gamers, to the tune of |.7 million units sold worldwide. 


ENG 5 DEAD, LONG LIVE TUE KIN! 


VVhen we last saw our two heroes, evil had been 


vanquished from the galaxy and all was once again 
well. Ratchet & Clank: Going Commando finds the 
duo with an empty schedule as the celebrity-like 
buzz over their accomplishments has died way 
down. They suddenly get a call from Abercrombie 
Fizzwidget, CEO of Megacorp, who needs the pair 
to track down a secret experiment in the galaxy 
of Bogon. The goofy adventure packs plenty of 
plot twists and allegiance changes as the two pursue a mysteri- 
ous masked figure who seems to be the culprit behind it all. 
Throughout the game, look for a matured Ratchet, who is more 
self-assured of his heroic stature and eventually becomes a com- 
mando, hence the title. 

It’s a relatively simple tale, and you shouldn’t be too worried 
that having missed the original will prevent you from enjoying the 
sequel. Oliver VWVade, animation director for Insomniac Games, 


Platform games always feature precision jumping, 
and Going Commande has its share. 


comments, “Although a player who hasn't played the first game The spherical worlds look cool and are 
may miss out on a few references to characters from the previ- quite challenging. 

ous game and may not know the story of how these unlikely heroes CF 1: 
got their start, none of that affects the story being told in the sequel.” 


UPPING THE WOW FACTOR 


Following up a deep and involved game in the space 
of a year is a daunting challenge. Ted Price, presi- 
dent of Insomniac Games, explains, “Ve began 


setaat ae aca 


= IOS 


~ Maxi-games like the gladiator battles You can see the visual changes in up- _Ratchet can take eight times more dam- Hoverbike races play out like a cross 
add more depth and variety to stock- graded weapons like the Lava gun, age than before, for a total of 80 pos- between Episode I's pod racing and 
ing up on bolts. which turns into the Meteor gun. sible hit points. the Wipeout series. 
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PE RATCHET & CLANK: GOING COMMANDO 


_ the project, what's the next step? Brian Hastings, VP 


replies, “I think we're all excited more than worried about it. Jak II is shaping 


working on visual concepts for the new worlds in 
Ratchet & Clank: Going Commando as soon as we 
hit alpha for Ratchet & Clank.” With a head start on 


programming for Insomniac, answers, “We first try 
to come up with a few ‘Big Ideas’ These are the 
things we think will really grab people’s attention and 
give the game that Wow Factor.” 
The ideas Brian refers to include enhanced RPG 

_ features, spherical worlds, and space combat. The 
_ additional RPG elements allow Ratchet to gain expe- 

_rience points and upgrade his weapons (more on 
that later), while the spherical worlds are basically 
circular levels that give gamers the feeling of navigat- 


You'll see enemies stack in ann groups more of- Ratchet's wrench is far less effective now, so projec- 
ten in Going Commando. tile weapons play a much larger role. 


ing a small planet. Space combat takes place in much the same way the race levels played out in the 
original except it is now under the umbrella of the Maxi-games. “Maxi-games are challenges that can be 
played and replayed to earn money and upgrade health,” says 
Design Director Brian Allgeier. “They have more depth and 
replayability than the standard mini-game in that they have 
multiple, differentiated challenges.” Other Maxi-games include 
arena gladiator battles and hoverbike races. 


LONGER, WARDER, oTRONGER 


You wouldn’t expect a game that had almost 40 hours of game- 


: play to get even longer, but Going Commando will do just that —_ ' , 
__ Ratchet can now | strafe, and his lock-on —_—with levels from 150 to 200 percent larger. The challenges and Certain enemies can be dispatched only by corre: ” 
_ targeting is easier to use. sponding weapons. 


enemies Ratchet and Clank face are also more daunting as foes 
feature smarter A.l., work in teams, and take up to 10 times > ceieaed 
more damage than before. What is a lesser skilled warrior to ' : 
do against such odds? Mark Cerny, design consultant for Cerny 
Games, explains, “If you’re doing poorly, the game actually com- 
pensates by making Ratchet stronger!” This is achieved through 
gathering additional bolts to buy better weapons and gaining XP 
(experience points) that add health and attack damage. “The 
good players see it double in the first few levels of the game, 
and the poorer players see it more than double,’ says Cerny. 


_ You'll get many more bolts per level,so “The weapons you use also get XP, so if you use the weapon 
_ you won't have to backtrack as much. 


1%? 


long enough, it will transform into a more powerful weapon! 


Some enemies appear more than. once but may > 
LY TUE oTRONE SURVIVE return with armor upgrades. : 
Ratchet & Clank: Going Commando certainly is loading its arsenal with fea- pap : i : Sane 
_ tures and tweaks that should once again set standards. However, there is one ' 
potential hurdle Insomniac didn’t have to contend with last year. When asked 


about the impending showdown this fall with Sony’s other big-name platform 
game —Jak Il, developed by friend and rival studio Naughty Dog—Ted Price 


up to be a beautiful game as well, but | think the two are different enough 
that consumers will have legitimate reasons to buy both.’ (Gr 


l7. redinniae is shooting to have 20 The story that drives the actions The levels in Going Commando are up to twice the size of the original S, ie 


‘ worlds playable when Going Com- of Ratchet and Clank is goofy and there are more of them. 


mandoiscompleted.._... | lighthearted. 
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| spectal ee | FE) x) SECRET WEAPONS OVER NORMANDY 


of the original Medal 
4 definitely time to volunteer for 
combat duty. Secret Weapons Over Normandy 
lines up ils ghis on trilling WWII dogfights 
for gamers of all ranks. By Air Hendrix 


GAMEPRO JULY 2003 


yo FORLD “War _ Ps and wars = heave been fowehe exhaustively i in 
Y@ video games, but its skies have remained strangely quiet. That _ 
silence is about to be shattered by the roar of fighter planes frantically 
maneuvering through booming anti-aircraft flak when Secret Weapons Over 
Normandy delves into the excitement of air combat this December. If the 
mere prospect of a flight sim is enough to make you pull the eject lever, 
Secret ErSapons Gesignere ti have already bailed out ahead of you—they’re 
] aiming to create an action-focused 

| shooter with the same storytelling 
flair and playability that made a hero 

out of Medal of Honor. T Totally 1 Ge ames. 

In fact, comparisons to EA’s landmark WWII shooter are inevitable, 
especially since Peter Hirschmann, external producer at LucasArts, is one 
of the founding fathers of that series dating back to its PlayStation roots. 

lronically, Hirschmann notes that Medal of Honor was “hugely influenced” 

Totally Games’ Larry Holland breaks DY 2 game in the series that spawned Secret Weapons Over Normandy: the 
down Secret Weapons Over Normandy: classic Secret Weapons of the Luftwaffe, which was released in 1991 for the 
“You'll grapple with the great warma- = PC. Luftwaffe was one of the first titles created by developer Totally Games, 

ee ee eens which went on to earn a stellar reputation for the renowned X-Wing series 


their blitzkrieg attacks on Lon« 
do battle with the terrifying and is now returning to the VWWWIl era with Secret Weapons Over Nor- 


jamentally, this game de 


Le is Lk. SS > 
Oizaerre W emaisg ry Agles at came out of the 


’ says Larry Holland of and eat as vill t be 


rour segments. 


Masia mandy, its first console game. As far as pedigrees go, that’s pretty hard to top. 
f) ); a /. : fi! Ff i> mn 


o LA AS 


WWwil shooters aren’t exactly a rare breed these days, but 
Hirschmann makes a convincing case for why Secret Weapons 
should stand out from the crowd: “It’s at this point in history 
when technology still required men to operate it,’ he says. 
“You'll maneuver your airplane up close and personal to fire 
your bullets into the bad guy.” Because flight-combat games 
have a richly deserved reputation for being too technical and 
hard for most mortals, accessibility is a huge focus for Secret 


From its controls to its approach to Weapons development saeuiie ene sie seething 


Secret Weapons Over N tally “Flight sims have narrowed the market away from people 

Games’ famous series of X-Wing games interested in a combat i inane sas ays Holland, president 
— Tne TT and creative director of Totally Games. “We wanted 
to take on this material but present it in a console 


way —authentic-feeling but not ultra-realistic or 


aircrart SUNS. 


complex.’ To that end, the action-focused gameplay 
revolves around the exploits of an American pilot 
over the course of the war, and the planes handle 
in an intuitive, FPS-like fashion, backed by some 
innovative approaches to the controls. In hands-on 
time with a very early version, Secret Weapons’ 
combat was exciting and comfortably playable right 
from take-off. Unsurprisingly, it felt a lot like the 
X-Wing games, which counts as high praise. 


Secret Weapons’ main character is James Chase, a 

pilot who performs so well during the Allied evacua- 
tion of Dunkerque at the start of the war that he’s 
recruited into a . cancesting “ee called the Bat- 


of ite Squneoe is to dul 
_edge by mre their “ 
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The Nazis’ zealou pursuit ¢ E eh see lows us ao 
work these exotic weapons | into ‘the gameplay and story,’ ex 
plains Holland. “They're all based on real weapons or ones that 
were on the drawing board, so the game's premise is telling an 
untold story of World War Il.” You'll fire recently invented 
guided missiles, steering them into targets via a first-person 
view that simulates the TVs that were mounted in cockpits. 
You'll also fly early versions of stealth bombers and even para- 
chute into a German airfield to steal a Messerschmitt Me262, 
which was the world’s first turbo jet—a plane so fast that it ” 
terrified Allied pilots when they first encountered it. “The 
climax of the game is centered on the success and support of 
the landing at Normandy—the Allies greatly feared these secret 
weapons could have a big impact on D-Day,’ says Holland. 


e hints of weapons to come later, 
om ballistic a and guided missiles. This 


F hist tory, 


nani. 


Secret Weapons’ 15 campaign missions span the many locales of World War 
ll. You'll head off the Nazi invasion of Britain (code-named Operation Sea 
Lion), fly missions over the deserts of North Africa and the frozen landscape 
of Stalingrad, help the Flying Tigers defend Burma, participate in the Battle of 
Midway, and penetrate deep into Nazi Germany. The gameplay ranges from 
classic dogfights to specific objectives that are part of much larger battles, like 
fending off Zeros so that American dive bombers can take out Japanese carriers 
at Midway. You'll even play gunner, dangling from the ball turret of B-17 “Fly- 
ing Fortress” bombers or r defending an v air eld by manning anti-aircraft guns. acne 
Be ee Each mission is broken into four to five parts, and “the player has multi- ma 
level goals like we did in X-Wing,’ says Holland. “There’s an easy path, but 
there are alternate rewards and objectives that get you medals or unlock 
planes.” Over the course of the game, you'll have access to over 20 classic 
and exotic WWII craft, including the Junkers Ju-88, Messerschmitt Me! 63 
Komet, Curtiss P-40, North American P-51 Mustang, Focke-Wulf FW 190, 
Mitsubishi A6M5 “Zeke,” and Chance-Vought XF5U-| “Flying Pancake.” 
Apart from its story arc, Secret Weapons also offers more than 20 
i P mini-game-style Challenge missions, where you tackle objectives like 
A Focke-Wulf FW190 figh }toward = downing the most Zeros in a set time. On the multiplayer side, you can 
a much sh ying &-1/ bomber play the Challenge missions cooperatively or head-to-head, as well as set 
up “instant action” dogfights. These quick skirmishes can be one-player or two-player split-screen scenarios that 


DD auntie: SS s dive bombers 
the Battle of Midway, 


you create. Victories unlock new planes and other gear that you can take back into the one-player-only Campaign 
missions and see how they perform in those situations. 


Secret Weapons’ already-tight controls should make the flying manageable for everyone. One of Totally Games’ best 
innovations is the “padlock” view. If you hold L2, your targeted enemy plane is always in view, and your craft twists 
and rolls in front of you from a third-person perspective as you give chase. It makes tracking targets much easier and 
eliminates that endlessly looping pursuit of offscreen cursors that’s all too familiar from other flight-combat games. 

Targeting is also simple —you tap a button to target the bogey in your sights, or you hold it to light up all targets 
and cycle between them. You have what Holland calls “24/7 slo mo,” which means you can slow the pace of the action 
whenever stuff hits the fan too fast for you to cope with. An instant-replay button also lets you revel in glorious 
moments without getting your butt shot off. 

The soundtrack should also be pretty glorious as the music is being written by Michael Giacchino, the maestro 
behind the scores of Medal of Honor Allied Assault, MOH Frontline, and the TV show Alias. LucasArts also — 


plans to record real-life aircraft and weaponry, recruit native-speaking actors for all the dialogue, and tap into 
Skywalker Sound's library from Saving Private Ryan. 
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Play as young knight, Seig Warheit, who must face off 
against an old friend in this gothic action adventure. 
To fight, summon and command seven different warrior legions 
each with their own signature weaponry. 
Chaos Legion...a graphic masterpiece and savage gothic opera 


played out over 13 levels of real time, cut-throat action! 


“If you loved Devil May Cry, 
you'll love Chaos Legion!” — PSM 


Blood 
Violence 


© SUNSOFT, © CAPCOM CO., LTD. 2003 © CAPCOM U.S.A., INC. 2003. ALL RIGHTS RESERVED. CAPCOM and the CAPCOM logo are registered trademarks of CAPCOM G ., LID. CHA S LEGION is 
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FOREIGN 
INTERNAL DEFENSE 


> = ae 


At certain points in SOCOM Il, 
you are going to collaborate with 
the British SAS and the Russian 
Spetznaz. Soldiers from these highly 
skilled special forces teams will 
take Bravo's place to help com- 
plete your objectives. Each group 
looks and acts like their real-life 
counterparts, all the way down to 
the type of equipment they use. 


BRITISH SAS 

The team tactics of Special Forces, 
Delta Force, and SEALs are all based 
on the British Special Air Service. 
Formed at the beginning of WWII, 
they now mainly specialize in sabo- 
tage, raids, intelligence gathering, 
security, counterterrorism, and 


training friendly nations. 


RUSSIAN SPETZNAZ : 
Spetznaz, which translates roughly : 
into “special designation,” is Rus- 
sia's premier commando force. 
The team has a reputation as be- 
ing among the world’s toughest 
8 and most ruthless soldiers. There 
: are Spetznaz groups trained spe- 
cifically for nuclear incidents and 
hostage rescues inside prisons. 
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TEST YOUR SKILL.IN'THE GREATEST =—_ ecoargam 
YU-GI-OH! TOURNAMENT EVER! =! >> 


Watine to duel! Yu-Gi-Oh! Worldwide Edition: Stairway to the Destined Duel features over 1000 cards, updated rules, 
enhanced Al and dozens of duelists to prepare you for the tournament of your life. Coming in Summer 2003, 
i‘. Stairway to the Destined Duel Tournament will give you a chance to win exclusive cards, hecome the worldwide 
- dueling champion and be crowned the new King of Games! Go to www. konami. ee Upennrriainont for the latest details. 


i 


Ms ai a a 


EVERYONE 


Mild Violence 
2ane GAME BOY ADVANCE 


Konami is a registered trademark of KONAMI CORPORATION. TM, ® and Game Boy Advance are trademarks of Nintendo. The ratings icon is a trademark of the Interactive Digital Software Association. 


‘| SPECIAL OPERATIONS COMMAND 


In 1987, the Special Operations Command (SOCOM) was created to tie together special operations 
forces from the Army, Navy, and Air Force. These highly specialized combat-ready groups consist of 
familiar and some unfamiliar special operation teams. Interestingly enough, the Marine Corps is 
not a part of SOCOM, even though it has its own special operations group, Force Recon. 


ARMY: 10° Mountain Division, 160" Special Operations Aviation Regiment (Night Stalkers), Air- 
borne, Rangers, Special Forces (Green Berets), Special Forces Operational Detachment — 
Delta (Delta Force) 


NAVY; SEALs 
AIR FORCES 1° special Operations Wing, Special Tactics Group (Combat Controllers and 


Pararescue Jumpers) 
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GAME BOY ADVANCE 


a Ae qt ew. 
Heavily armed renegade racing gama? & Yate 
on 29 interplanetary tracks. j : 
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Mild Violence 
© 2003 Blizzard Entertainment. All rights reserved, Rock ‘N Roll Racing is a trademark and Blizzard Entertainment is a trademark or registered trademark of Blizzard Entertainment in the 
U.S. and/or other countries Nintendo, Game Boy, and Gare iOY Advance are trademarks of Nintendo. © 2001 Nintendo. All other trademarks are properly of their respec live owners 


/ 
f 
: 
f 


AGON BALL E LEGACY OF GOKU 


0 COkU IT D0 ABOUT THAT? ey Me 
: QUITE 4 tor, ACT OALLY. sy rennec rox 


HEN AKIRA TORIYAMA drew the first : 
Dragon Ball comic in 1984, the idea of turning 
| it ic into an international phenomenon probably — 
| never. occurred to him. How could he know that 
| “his manga would eventually spawn a 500-episode 
cartoon, win him the adulation of millions worldwide, 
: and make him one of the richest comic artists ever? 
oe en ire AE - City is aay ~ Luck is just weird like that sometimes.. .though Toei 

_ for your exploration. Wasn't that dog a Animation’ J eerily engaging Dragon Ball Z TV series 

“wolf” in the first Legacy of Goku! no doubt helped things along. 
Although DBZ nuts are enjoying the fruits of 

Toriyama’s creation on cable every evening, most 
of them have harsher words for the video game 54> 
versions of his work. Atari’s Dragon Ball Z: 
Budokai was a rare exception to the 16-_ 
year-long streak of video mediocrity— 
not only was it faithful to the series, but 


oe pa aa * it stood on its own as a decent console 
2 ‘You'll eed to do a jot of sa 10 et utcah Naw <h blisher’ d 
_ Past some character gates. Fortunately, set GAN ute AE bel ae evar ac pe Parte 


all the side-quests make it a eta wave of DBZ titles, starting with The 
painless ueeeee Legacy of Goku II for the Game Boy 
ancing Ean an eager fanbase. And the best part is that 
3 isap ) ointment the previous game was. 


ONLY YOU CAN PREVENT 
SQUIRREL ABUSE 


If you ask Legacy of igs eee Webfoot Technologies about the 
, original game, they’ i be refreshingly frank with you. “It was a learning 
oF experience for all of us,” says Project Leader Murray Kraft. “There were a lot things 
ow fe'd do ‘differently if we had it all to do over.” There’s no denying that the original 
a been had « all the anaes ofa rushed gig was over ina bash scant hours, the 
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Visit www.esrb.org or 


aT 
THE GREAT ESCAPE Interactive Game (certain audiovisual coronene TM & © 2003 ecm ine Studios Inc, THE GREAT ESCAPE Motion Picture © 1963 Metro-Goldwyn-Mayer call 1-800-771-3772 
Studios Inc. THE GREAT ESCAPE Interactive Game (software) © 2003 SCi Games Limited, developed by Pivotal Games Limited. Steve McQueen TM Licensed by Chadwick McQueen and The Terry for Rating Information. 
McQueen Testamentary Trust Represented by The Roger Richmond Agency, inc. “PlayStation” and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. 
Microsoft, Xbox and the Xbox logo are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries. The ratings icon is a trademark of the Interactive 
Digital Software Association. Gotham Games and the Gotham Games logo are trademarks of Take-Two Interactive Software, Inc. 2003 Take-Two Interactive, Inc. ALL RIGHTS RESERVED. 
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fe Wont sweat it. Even if 
Pe fad joined us, Krillin, we 
would not have won today: 


ae J 7 
Ge ER ei 
~ ~ PP eer 
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: Berd i 
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| IGRICLIN Owwww.. That ii 
hurt | guess | need to train jie 


nore 


Our mission is to find Goku 
and destroy him. 
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Minlbliiter Pel arin 
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reaky Flyers represents the creation of Adventure Racing. You don’t just — 
race, you dogfight, you stunt, and most importantly, you explore through 
fully-open, interactive and enticing 3D locales. And, you share your intriguing 


experiences with the most alluring characters you could ever hope to play with. 


ew ae em, We Re 
hi midd. 


gt 
| 


Bid | 
1 | Ba el tet 


cs | f 
ay | i 
As you fly 


through Freaky’s 12 massive 


With unique and mesmerizing mini games and more than 1.5 hours of intriguing animated movies, 
original music, and a spellbinding back story, Freaky Flyers takes you on a journey that will challenge 
and intrigue you. 


ia 1a ae | Br. a { 
Ts tQk | oo tite. eel 
| = i F me | ia fe) AEE { ih ie 
Ba TWH i BR @&@& Lt | ioe jit, ie ORR] ] i i i 
Bua 6 iF se mm wmekhsFBb I mm 6 «(UE 
a | “Ii BRB’ ERB Bai. j 
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Caribbean Danger Island- Mexico's Goyote Canyon- | 
Jungles and lagoons teem with all manner Travel through abandoned gold mines, rescue 


of peril like pirates, man-eating plants, a damsel from the train tracks, fly through 
and beautiful mermaids. "East" Indian Casinos, and stop a cattle 


; stampede and the rowdy banditos behind it. 
Haunted Transyivania- 
Explore craggy peaks and haunted castles War Torn Germany- 


but steer clear of the giant spider webs, It is up to you to help turn the tides of war 

zombies, and diabolic machines of the mad _ by delivering secret documents, fix the 

scientist. resistance factories, and blow up the 
German’s tanks. 


Roaring Chicago- ee 
Buzzing around the big city you'll loop and Arabian Flights- 


dive around gangsters and g-men exchang- Defeat the Genie, find the sultan’s treasure, — 
ing heated words and hot lead. shoot down the 40 thieves, and keep your 

head off the chopping block by showing off 
Frigid Canada- your air combat skills. 


Fly through the lumberjack village; shoot 

down woodland targets, and even snag Big _—sLalaamit Monsters of Tokyo- 

Foot in a net as you race. Giant monsters are destroying the city, 
alongside ninjas, fighter jets, and little 
Freakymon monsters, activate the giant 
robot and save Tokyo. 


Fly the Freaky Skies and see where the adventure takes you. _ 


fat a Pj) i { i ame | = ail 
| @i if ‘ Se J Bal oe | 
i | 


| | Glee 


own beguiling stories. 


Travel with over a dozen unique and alluring characters, each with their 


ractus ROSem | ‘Tkaci,Torpedoes) | ‘Bardnyyon Slaughter 


The terror 
of Transylvania 


The pinnacle of 
\ German discipline 


spicy bandita from 
south of the 
border 


True-blue 


_\, American hero of a tropical 


paradise 


Visit www.esrb.org or | : ae PlayStation.2 


call 1-800-771-3772 
for Rating Information. 


Ea — Ae Ee MIDWAY 


Freaky Flyers ©2002 Midway Home Entertainment Inc. All rights reserved. MIDWAY and the Midway Logo are registered trademarks of Midway Amusement Games, LLC. Used by eee he Flye 
ony Computer Entertai 


trademark of Midway Home Entertainment Inc. TM, ® and the Nintendo GameCube logo are trademarks of Nintendo. "PlayStation" and the "PS" Family logo are registered trademarks of 
Inc. Microsoft, Xbox, and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. 
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I-PLAYeP MaDNeSs 


Master the Freaky Flyers skies as you unleash 
your inner warrior and battle your friends in 
multiplayer mayhem. RACE head-to-head and 
exchange machine gun fire or choose from 
more than a dozen other lethal power-up 
weapons on every track! Challenge your 
friends to the intense action of Dogfighting 
Mode, but remember: in the arena, the pilot 
with the most skill gets the kill! 


yA CHALLENGE FrIC€NDS tO iNteNnse 
ANG H€aD-t0-HeaD CONIBat! 


TAMING JULY 2003 


4  WiSit WWWFreakyFLuers.coM 


MIDWAY 


Explore, and race with some of the most characters you have ever 


© 13 alluring characters and dozens more hidden | 


Get your interactive freak on at 
_ the amazing Freaky Flyers website. 
Log onto www.freakyflyers.com 


Visit www.esrb.org or 
call 1-800-771-3772 


PlayStation.2 for Rating Information. 


NENTENDO 
GAMECUBE 


Freaky Flyers ©2002 Midway Home Entertainment inc. All rights reserved. MIDWAY and the Midway Lom are registered trademarks of Midway Amusement Games, LLC. Used by permission. Freaky rere is a trademark of Midway Home 


Entertainment Inc. TM,-© and the Nintendo GameCube logo are trademarks of Nintendo. “PlayStation’ and the "PS' Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox, and the Xbox logos are either 
nonictoned trademanke an tradaomeankle af Mienncatt Pannansatinn in the 1f 2 and/an a eonimtniee and ane read unden licence fram Micrnacott 


oe - NTT ay eo) Just WHEN You 
| thought Earth was 

ci safe from alien de- 
struction, along comes 
some guy from the 
future with news of 
two inhumanly powerful androids 
due to come in a few years. You 
train and train, but they still destroy a) Aaa i 
your team without a second thought, 
and now some guy named Cell’s aD” 
about to blow up the entire planet. , ane Oe 
Being a Z Warrior just isn’t worth 
the trouble sometimes. 


: me 
€ 


Mis it possible that he's the 
) one whe changed 

history??? There can't be 
any other explanation! 


The Legacy of Goku Il features the 
exact same action/RPG gameplay 
as before with the show's main cast [go a, | 
punching out evil henchmen and ; | 
firing bursts of ki at passing tyran- 
nosaurs. There are five characters 
in your party, but only one can be , 
controlled at once, and you can 
switch personas only at save points 
dotted around the world. 

As with any good RPG, the main 
story (mostly pulled straight from 
the anime) is spiced up with a large 
array of side missions. Although they're mostly fetch quests and “find me 25 
of these” missions, the majority of them are amazing amounts of fun with 
ee sheath and a sage comprehension of the loopy logic Toriyama’s 
world runs on. All this plot, in fact, 
helps camouflage the time you must 
spend leveling up characters to get 
past gates——time that crawled like 
frozen oil in the first game. | 


HP: 250 NO 
STR 19 PORTRAIT 
POU! 25 DATA 


= = == ae 


This egg-like robot bears the 
insignia of the Red Ribbon 
Army. Scanning indicates that 
this hurn nan Ore ‘abot is emee ied 


Although the core gameplay’s still 

pretty mundane, nearly all the faults 

of the original have been fi xed. The 
control’s much more .... 
forgiving (you can actu-...- 
ally land combos now), 
the graphics aren't so 
drab anymore, and the 
music's a dead ringer 
for the anime sound- 
track. The plot will 
seem hopelessly hack- 
neyed to non-DBZ 
lovers, but series fans 
will have very, very little 
to complain about 77 


FUN FACTOR 


= Developed by Webfoot Technologies F: 


= Published by Atari 
# $29.99 @ Action/RPG APH CONTROL 
® Available June #1 player 


CONTENT RATED BY 
ESRB 
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NINTENDO 
GAMECUBE 


No unneccessary thoughts 
which may distract one 
from performing their 
heroic deeds. 


You won't find a “HeroWear 
for Men SuperStore” at your 
local shopping mall. 


@rawn. 
No self-respecting Superhero 
would be seen without it. | 


INNIKUMAN LEGACY} 
; | 


Game Boy Advance. 


‘Cause, what if you get 
stuck on a bus in traffic? 


Strong bones. 
If you've ever had a 
600!b walrus on you 

then you'd know why. 


Comic Mischief You'll be on your feet all day. 
Violence Don't take good footwear for 
granted. 2 
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KID MUSCLE GOES 


FOR THE K.O.! & Ultimate Muscle™ The Path of the Superhero © 2003 YUDETAMAGO/SHUEISHA, TOE! ANIMATION. Program © 2002 Banpresto ©2003 Bandai America Inc. 
eres NT Ultimate Muscle™ Legends vs New Generation © 2003 YUDETAMAGO/SHUEISHA, TOEI ANIMATION © 2002-2003 Bandai. 
Wrestling. ™ , ®, Game Boy Advance and the Nintendo GameCube logo are trademarks of Nintendo. © 2001 Nintendo. 
e 


The ratings icon is a trademark of the Interactive Digital Software Association. 
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F YOU'VE EVER professed a profound fondness for StarCraft, it’s obvi- 
I ously because you didn’t play it on your N64. To try to port a PC real-time 
strategy game to a console is like trying to make an apple pie out of iguana 
innards—it'’s gross, it’s wrong, and a lot of people who may have heard how 
tasty apple pie is are probably gonna be turned off from it for quite a while. 


Dreams and Madness 


Like a lot of stories, this one begins with a dream: a horde of goblins running 
around in the head of Jaleco Studio Director Paul Meegan, fueled by too many 
hours of playing Pikmin and watching bad fantasy movies on TV. But it’s there 
that the idea for Goblin Commander was born: a real-time strategy game de- 
signed exclusively with consoles in mind. No PCs. No keyboards. No pointing. 
No clicking. A virtual oxymoron as far as most gamers are concerned. 

“~ Enter Ron Millar six months later (March 2002), a former designer at Blizzard 
who'd started there before WarCraft was even a scribble on a brainstorming 

= d and eventually rose to Lead Designer on such legendary projects 


as WarCraft Il, Diablo, and StarCraft. His reaction upon hearing 


the premise was pretty much the same as anyone else’s:"Yeah, i you're familiar with StarCraft, you know that a maior part of the game’s good: 
sure, an RTS on a console...this is never gonna work.” ness is how well the story is integrated into the single-player game—Goblin Com- 
But one year later (and after several trips | ™ander should be no different. 
back to the drawing board), the team had a model for a game that they 
knew could work; and in November of 2002, Ron convinced his brother 
Chris (pretty much overnight) to come join him as a producer on 
the crazy little project. | 
“A lot of people thought we were both nuts,” says Chris, who was 
rking on StarCraft: Ghost just before he left for Jaleco’s Goblin 
~ Commander development base in Boulder, Colorado. “I really enjoyed 
being at Blizzard a lot, but you could pretty much guess what the next 
projects would be.... For me, it was the aiererice between being at the 
top of the mountain and the climb” 


~ . A Goblin’ S Tale There are only two resources in Goblin Commander: 


The story of Goblin Commander involves a human wizard ranted Fraziel who long ag oid (attained by smashing bulldings) and souls 
Z created five goblin clans. The clans’ single-minded purpose: adapt to a certain environment (earned by killing things). No need for peons here. 
and gather the resources there so Fraziel could create an enigma ic Leia with some mystical, 

ey shady purpose. As Goblin Comman al | dly disappeared—and 
| es ) the Goblin hse: suddenly fin es ser and —_— pmsed 


lumbering Sconclorushier i r 
like every clan leade 
moving like a ghost ara 7 
sess them when nece ssary. 
The design philosophy is ; simple: eee an 1 RTS,. yes, and there are tactical missions, [2...* ; Salt 

of course...but there's a lot of console-ish action, death, and destruction involved, too. The horde sets a forest ablaze, and it 


1g) rs spreads like wild to reveal secrets and 
It's not — harvesting aia: building bases, i twiddling knobs and dials," says Ron, sais: tn the distance, o Mie with 
it's about getting your hands dirty and getting into the thick of it, and being coNTINUED > a ranger hat sheds a solitary tear. 


: a | that allows ent to bene aa 
a mand worker forces and pos- 


23 He y' Smash S<} 
Z tat } 


a) 


The Goblin Commander team is aides on inci. in battle, you move Commander Grommel's spirit Even though you move and onli up to 10 goblin 
ing two-player horizontal split-screen on all three around the map to lay waypoints and possess units. soldiers at a time, each individual in a platoon has its 
consoles, and investigating the possibility of online Durins cut-scenes, he returns to his own body. own behavior and Al. 

(including Xbox Live) support. 
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ER: UNLEASH THE HORDE 


map, jump i into huge toys [called Tirans - mor re 
and just play around.” The maps and envi onm 
that in mind; nearly everything you see is built out a oy 
“Legos” and can be smashed, spindled, or mutilated. 


The Balance of Five © 


The essa revolves a the tactical ence f five clans ie 


& BY ger a to Sma sa . 

wi 6 ea = ‘= bh =. 
When you | posts a unit, the 3D camera lets you 
zoom in super-close to the carnage. — 


ther t tree sap to make lenses and ~_ and rai ae 
lent snipers; Plaguespitter (Green) work in Poisonous swamps, 
gathering weird molds and cultivating strange plants; Storm- 
bringer ae stud the egal ang harness cy. and — 


ing the cover of dead souls. a 
But ae uae makes it really 


to suddatl be left behind while you r to = 2 
ne ree Some Titan units — the Nighthorde' ; Sp 


| around, consuming cota and d gee 
ting bigger as it a 


Coleen art for the Hellfire clan's Wood- 
land City. One early (rejected) game 


and stuff ee the Z a 
| like weird tangents. You'll : 
in this game, too.” As the. game 


the Helifire clan's Titan, the Warpig- gresses, you constantly run into new 
i, fresh from a graphical redesign. things to try: Acquire fire, and you 


“an burn down entire forests and reveal secret paths; eventually you find | 
Runestones that act as magic cards. Which moon is dominant in the sky 
affects the traits of your clans, and ultimately can open up special Moongate 
teleporters. There's even an homage to Battlefield 1942 (an office fave at 
Jaleco) in the game’s “capture” methodology in which you claim Soul Foun- 
tains, turrets, and other buildings as your own by hunkering down nearby 
for a period of time, sweating bullets as you hope your cover’s not blown. 

was made up of 18 people; now it's 


The Possible Impossibility ballooned to 43. as 


Convincing people that a console RTS could actually work can definitely be a frustrating struggle —but thal team 
is confident in what they have, the groundwork has been laid, and all that’s left now is the endless process of | 
tweaking for the game’s expected October PS2 and GameCube releases (the Xbox version should follow in | 
early 2004). “This game is definitely experimental,” says Ron. “But WarCraft was experimental. StarCraft got ” 
the same sort of ‘you'll never be able to make an RTS with three completely different races!’ reaction. Even 
Diablo was turn-based initially. There’s already articles on the net saying, ‘Oh, how’s he gonna do this, 

how's he gonna do that, and I'd just love to prove those people wrong. As soon as someone 
tells me we can’t do something, | want to do it more.” J 


Former Blizzardians Chris (left) and Ron 
Millar. The early Goblin Co ider team 
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Darwin $ Horde 


par involved Goblins pelt pie = 


surgery. 


The Goblin Commander philesepie 
is simple: Gameplay comes first, aes- 
thetics and polish shall follow. Luckily, 
the game's engine —crafted by Chief 
Technical Officer (a.k.a. insane super- 
programmer) Ken Klopp’s engineering 
team—is extremely powerful and 

modular. With it, the designers can 
pause a game, add trees, level terrain, 
resize units, change clan stats—any- 
thing really—and then jump right 

back in without missing a beat. It even 
allows them to effortlessly uproot 

old art elements and plant new ones 
right up to the II*" hour. 


Back when the game first started pro- 
duction, the Stonekrusher’s Titan (the 
Stone Ogre) looked like this—bulbous, 
cartoony, and not particularly menacing. 


Game development continued while 
the concept artists worked on newer, 
cooler designs. 


hier the Stone Sea ious like this— 
darker, meaner, and more menacing. 
Soon, all the units in the game will 

be undergoing the s same dark plastic 


WD Western Digital 80GB 
7200RPM Hard Drive - OEM 


$96.00 


Special Free FedEx Saver Shipping 


Seagate 80GB 7200rpm Serial ATA 
Hard Drive - OEM 


$139.00 


Special Free FedEx Saver Shipping 


Pioneer 16X DVD-ROM Drive 
Model DVD-120S -OEM 


Pieneer _ 
- 


$47.00 


Special Free FedEx Saver Shipping 


Lite On §2X24X52 Black CD-RW - OEM 


LITE}! 


$52.00 


Special Free FedEx Saver Shipping 


NEC DVD +R/RW Recorder Drive - 
NEC 


$169.00 


Specia! Free FedEx Saver Shipping 


Foxconn Super Case PC-146 wi400W 


Mustang Power Supply wiFront USB Ports 


~ Retail 


$36. 00 


Special Free FedEx Saver Shipping 


OEM 


i 


| 
| 
| 
| 
| 


are abanie akaconaenver alee ee ee en an can as on wn 


— _ 


SS SS 


-* > RMA REQUEST > RMA STATUS lw VIEW CART | ACCOUNT UPDATE | WISH LIST | | commeneramuey 


| SHOP BY CATEGORY | SHOP BY BRAND | TOP 10 SELLERS | NEW PRODUCTS | SPECIAL SALES | REBATE SALES| 
Description (Detail View) wv | 


Best Value, Always! 


ASUS A7N266-VM Nvidia nForce 220 


Chipset 266/200Mhz FSB Motherboard 


-Retail Wp=Uy 


$76.00 


Special Free FedEx Saver Shipping 


ABIT BH7, intel 845PE Chipset Support 


P4 Socket 478,SATA, 4 Phase PWM, 
USB 2.0 ATX Motherboard - Retail 


$92.00 


Special Free FedEx Saver Shipping 


Microsoft Wireless Optical Desktop 
Keyboard & Mouse - Retail 


$75.00 


Speciai Free FedEx Saver Shipping 


Ret ee © SCANT | con OOS Mahila Jet Photo Printer Weta 


Retail 


$188.00 


Special Free FedEx Saver Shipping 


Viewsonic E70F+SB 17” Perfect Flat 
Monitor - Retail 


ViewSonic 


$148.00 


Special Free FedEx Saver Shipping 


Case wi400W Smart Power Black 
$X1040 Bil - Retail , sage 


$105.00 


Special Free FedEx Saver Shipping 
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Antec SOHO File Server Tower ATX 


98% orders ship within 1 
business day! Reaitime 
inventory and pricing. 


40, 0, 000% ot product 


| DDR/SDRAM 128MB 8X AGP Video-in 


| TV-out Dual VGA Card - Retail 


t @ ise 
$135.00 
Special Free FedEx Saver Shipping 


Sereonenaernsenec nee nenecen hen HaeinAAe ONION TA ONE HORMONA SAAN CRADRNSRA RIE SLARsCinannante 


Sapphire AT! Radeon 9500 pro 128MB 
DDR DVI Bulk - OEM 


$181.00 


Special Free FedEx Saver Shipping 


TV LEADTEK WINFAST “DELUXE” 
TV2000XP TV/FM — Card 
-Retail 


$55. 00 


Special Free FedEx Saver Shipping 


$170.00 
Speciai Free FedEx Saver Shipping 
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NEC MultiSync LCD1760V-BK 17” LCD 
Monitor - Retail 


NEC 


$399.00 


Special Free FedEx Saver Shipping 


Apacer Handy Drive 128MB USB Flash 
Hard Drive - Retail 


Apacer’ _ 
La 


f 


arene 


sili 


Apacer > 


$34.00 


Special) Free FedEx Saver Shipping 


MSI Ti4200-VTD8x GeForce 4 Titanium 4200 | 


i 
i 
| 
| 
i 


3,500+ of customer 


experiences for you to read 
and compare. 


9.81 /10 Rating from 


4,000+ Reviews on 


Resellerratings.com. 


Kingston HyperX 512MB 64x64 PC2700 
DDR RAM - Retail 


kingston 


$78.00 


Special Free FedEx Saver Shipping 


Crucial Micron 256MB 32x64 PC 2100 
DDR RAM - OEM 


crucial 


teteweneaert 


$32.00 


Speciai Free FedEx Saver Shipping 


Creative Labs Sound Blaster Audigy 2 
- OEM 


CREATIVE 


ee a 
®e 7 
ey 


Special Free FedEx Saver Shipping 


ee ren eee TTE ern EvETeE TEST DSEDIOSTON 


Voyetra Turtle Beach Santa Cruz - OEM 


$60.00 
Special Free FedEx Saver Shipping 


Logitech Z640 5.1 Speakers - Retail 


Special Free FedEx Saver Shipping 


nemnnen 


Enter the Matrix PC Game - Retail 


$47.00 


Special Free FedEx Saver Shipping 


Winner of the 
Bizrate.com Circle 


of Excellence Award 


Bizrate.com Certified 
Merchant with 98% 


Satisfactory Rating from 


25,000+ customers. 


intel Pentium 4 2.4GHz §12K 533MHz 
Processor - Retail 


$161.00 


Special Free FedEx Saver Shipping 


AMD Athion XP 2500+ Barton 333FSB 
Processor - OEM 

AMDa > 
<q Athion xr 


$123.00 


Speciai Free FedEx Saver Shipping 


Digital Camera - Retail 


$299.00 
Special Free FedEx Saver Shipping 


cr rriranate tn ee 


Canon PowerShot A70 3.2MP Digital 
Camera - Retaii 


= 


| 

| 

| NIKON COOLPIX 3100 3.2MP 
| 

i 

| 

| 

| 

| 

| 

| 

| es 

3 


$299.00 
Specia! Free FedEx Saver Shipping 


Dane Elec 256MB Secure Digital 
Card DA-SD256-R - Retail 


$65.00 


3 Enon ARAM CRRA RAEI RRA UP RADAR ITS ERRATA RANRIRAN A 


Sandisk 256MB Compact Flash Card - Retail 
Sandisk 


£ 
o 
iA 
= 
i) 


pactFiash™ 


$58.00 


Special Free FedEx Saver Shipping 


at 
io 
cd 
oa 
& 


? HELP 


Compag iPaq Pocket PC H1910 - 
Retail 


a 


$279.00 
Specia! Free FedEx Saver Shipping 


rent oMannininnenoLintontokintaninninkininon ouaninaniieiasueiantnianiniintnn 


Shuttle XPC SN41G2 Nvidia 
nForce2/MCP-T 2 DDRAM 
FSB266/333MHz for AMD SOCKET A 
Processors Barebone PC FLEX ATX - 


$320.00 


Speciai Free FedEx Saver Shipping 


CREATIVE NOMAD Jukebox 3 
$B1394/FireWire - pong! 


| CREATIVE 


$254.00 


Special Free FedEx Saver Shipping 


Panasonic DVD-S35K Ultra Slim Pro- 
gressive Scan DVD Player (Black) - 
Retail 


Panasonic 


$99.00 


Special Free FedEx Saver Shipping 


Prelude Technology GameEZ 2.4Ghz 
Wireless A/V signal link - Retail 


be ET 


Special Free FedEx Saver Shipping 


cotootcneaneatoaronnstaieansainaenartentecconaeind aint Siete NASNOn Seon 


Linksys Etherfast Wireless 
AP+Cable/DSL Router with 4-Port 
Switch - Model BEFW11S4 - Retail 


OtrKxksys’ 


$82.00 


Special Free FedEx Saver Shipping 


Copyright 2003 NewEgg.com., All rights reserved. All prices and specifications are subject to change without notice. NewEgg.com is not responsible for typographical errors. All typographical errors are subject to correction. 


Oy CREVIE 
PREVIEWS 


Tron 2.0 


€OOd VS. EViL, RED VS. SLUE 
When Diipeys Tron hit theaters i in 1982, it wasn’t exactly a smash 
hit—but time has been kind to the fable about the life-or-death 
power struggles that go on inside your average computer, and it’s 
é now hailed as one of the most important 
early achievements in cinematic computer 
graphics. So where's the sequel? 
* On the PC in the form of 
Tron 2.0—a logical 


and powerful ex- 
tension of the 


eral years after where the movie left off. Hero. 
Alan Bradley now has a son, Jet, who gets digi- 
tized from the real world, sucked into the digital _ 
one, and forced to play for his life on the game 
grid and save the system from 
corruption—just like ol’ dad. 

Bruce Boxleitner reprises his role as Alan, and Cindy Morgan, 
who played Yuri, lends her voice to a character as well. 


“ON THE OTHER SIDE OF THE SCREEN, 
IT ALL LOOKS SO EASY....” | 


Tron 2.0 is shaping up to deliver everything film fans have ever dreamed 
about. The bulk of the game will be a first-person action/adventure in 
which you walk through luminescent corridors and derez enemy pro- 
grams with your steerable Frisbee-like disc and a host of other unique 
weapons as you complete various story-driven goals. As in Deus Ex, 
players can upgrade their characters as they see fit, specializing in combat, 
stealth, or other skills. Better still, those skills can be swapped in and out 
while you play, so you can tailor your strengths to each situation. You'll 
also engage in lightcycle battles featuring a new and improved 
supercycle designed by artist Syd Mead. Both melee and light- 
cycle modes will also be available for multiplayer gaming. 


HAVE A NiCE MiCROCYCLE 


1 The first few levels of the six-level demo focused a 
little too heavily on precarious jumping puzzles, but 
the action sequences and lightcycle races—not to 
mention the gorgeous visuals—easily compensated 
for those shortcomings. Glowing walls, shimmering 
energy pools, and vast virtual landscapes do more 
than recall the film—they 4 

totally re-create it. Tron 
2.0 will be worth the wait. 


Developed by Monolith 
Published by Buena Vista Games 


Target release date: August 
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Featuring the 141 venues of the IndyCar™ Series, including Indianapolis, Texas and Chicagoland. 


Ail the e speedway stars, Lhe Sam Hornish Jr., Sarah Fisher and Dario Franchitti. 
— Up to 32 2 accurately modelled and visually stunning cars on track at once. 


Thrash your rivals i in Full Season, Single Race and Multiplayer 
game modes, plus the legendary Indy 500°. 


»* Refine your racing technique in the IndyCar™ Series 
Ha asterclass hosted by Indy 500° winner Eddie Cheever Jr. 
a 


Choose your gameplay - 


Create your own driver, and 
_unlock cool bonus features. 


and atmosphere. 


y The speed, the sound, the sensation — Be 


) this game has it all." 
Sam Hornish Jr. : 


A VA f i A BH f FE M A y Pre-order your copy online 
Patt | | ; 3 | www.codemastersusa.com 


PlayStation.c 


Visit www.esrb.org or 


call 1-800-771-3772 
for Rating Information. 


GENIUS AT PLAY 


© 2003 The Codemasters Software Company Limited (‘Codemasters’). All rights reserved. “Codemasters’® is a registered trademark owned by Codemasters. “GENIUS AT PLA) a trademark of Codemasters. IRL'® "Indy Racing League’® “Indianapolis 500’@ “Indy 500° 
and "Indianapolis Motor Speedway’® are registered trademarks of Brickyard Trademarks, inc., used under license. ‘IndyCar™ Series is a trademark of Brickyard Trademarks pe used under license. Ail other copyrights or trademarks are the property of their respective owners. 
Developed by Brain in a Jar Limited. Published by Codemasters. “<®" and ‘PlayStation’ are registered trademarks of Sony Computer Entertair 


ent inc. All righis reserved 


PCGAMEPRO PREVIEWS 
The Temple of Elemental Evil 


DESIGNED BY Dungeons & 
Dragons creator (and co-ruler 
of the world) Gary Gygax, Grey- 
hawk was the first complete set- 
ting for D&D. Now Troika and 
Infogrames are bringing Gygax’s rich world b to the PC with The 
Temple of Elemental Evil. You'll take control of up to five play- 
able characters at a time and run through locations from be- 
sieged towns to the shire of Nulb on your way to the ruins of 
the Temple of Elemental Evil itself as a simple rescue mission turns into something more sinister. 

Every D&D game that comes out claims to model the tabletop game's rules more closely than the 
others, but Troika (developers of Arcanum for the PC) believes that this time’s the charm. It’s modeling 
the Third Edition D&D rule set to the tiniest detail, including feats, skills, classes, and races; D&D faithful 
will recognize creatures like hill giants, lizard men, and different types of demons. Of course, you'll have 
tons of spells, weapons, and armor at your disposal, so you won't have to face the darkness unarmed. The © 
game also features classic- 
style turn-based combat for 
easier manipulation of your 
party in conflict. Gy) 


= Developed by Troika 
= Published by Infogrames 
= Target release date: Fall 2003 


Lineage Il: The Chaotic Chronicle 


As ADDICTED As American MMORPG fans are to EverQuest and Ultima 
Online, our friends to the East are just as ga-ga over a little game called Lineage. 
Now, publisher NC Soft is bringing the sequel to domestic shores as sie of 
its huge massively multiplayer lineup, and it’s betting that [~~~ : 
U.S. gamers are ready for a little new blood. 
Developed in Korea, Lineage II: The Chaotic Chronicle —- 
has a clear anime-inspired look and an epic feel. Sure, it ea 
has the typical human/elf/dark elf/dwarfforc racial layout, 
but this time your elves look more like Record of Lodoss 
War’s Deedlit than The Lord of the Rings’ Legolas. Some 
of the things NC Soft has done with the Unreal engine, 
even this early in the game's development, are pretty 


: desl. LL ET ee 
amazing—the early build featured some of the most iw ge gst ube ee ‘ 
detailed and smoothly animated player characters and ore ue 


enemies yet in an MMORPG. re 
Lineage II is meant to be sim- 
ple to learn and accessible for 
——---—_ casual gamers. You won’t 
have a huge list of classes 
to choose from until 
you've gained 20 levels 
or so, and by then you'll 
be ready to jump into 
the game's huge player 
vs. player game, which 
will feature some hard- 
core battles and insane 


. “ 
* Se 3) gels A Sa iM 

Ms i Se see Pe a so ew remct 
; ae H 

Mea hi i ‘ 

irons i at : mod 
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: 3 = Developed and published by NC Soft 
castle SIEgES. G > u¢) Target release date: Fourth Quarter 2003 Winpows 


FIRST LOOK 
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BEST BUY 
Awesome 3380 May.2003 


FiringSquad 


November 2002" November 2002 © January 2003 November 2002 


November 2002 


ABS® PCs use genuine Microsoft® Windows® 
www.microsoft.com/piracy/howtotell 


ABS 


recommends Microsoft® Windows® XP 


ABS® Ultimate M3 


Cooler Master Aluminum Case w/Acrylic Windows 400-Watt PS & Neon Light 
New NVIDIA® nForce2 Performance Motherboard w/USB 2.0 & Firewire Ports 
Corsair 1GB PC3200 400MHz DDR SDRAM Memory 

120GB 7200RPM Ultra ATA133 Hard Drive w/8MB Cache 

Serial ATA Hard Drive Upgradable 

Pioneer 16X DVD Player and Mitsumi 1.44MB Floppy Drive 

Lite-On 52X24X52 SMART-BURN® CD-ReWritable Drive 

New ATI Radeon 9800 Pro 128MB 8X AGP Video Card w/TV-Out & DVI 

Add ViewSonic 21° .21mm 2048x1536 Monitor @$449 

NVIDIA Soundstorm Audio Processor Unit with Dolby Digital 5.1 Surround Sound 
Klipsch ProMedia GMX D-5.1 THX Certified Subwoofer/Speakers 

DualNet on board w/NVIDIA & 3Com LAN 

Logitech Cordless Elite Duo Keyboard and Mouse 

Microsoft Windows” XP Home Edition 


Free 1 Year Onsite Service and 7/24 Tech Support 


AMD Athlon™ XP Processor 3200+ with QuantiSpeed™ 
architecture* outperforms competitive 3.2GHz processors 


AMD Athlon™ XP Processor 3000+** $1929 
AMD Athlon™ XP Processor 2800+*** $1829 


$2059 


Boost software performance With QuantiSpeed™ architecture 
Make gaming opponents wish they had an AMD Athlon™ XP processor 


3DNow! Professional technology brings digital 
photos and Video files to life with rich, vibrant colors and textures 


FZEGAMER 


ABS® Ultimate M5 


ICUE Mid Tower ATX Portable Case w/350-Watt PS Rta: 

New NVIDIA® nForce2 Performance Motherboard w/USB 2.0 & Firewire Ports 
Corsair 1GB PC3200 400MHz DDR SDRAM Memory 

120GB 7200RPM Ultra ATA133 Hard Drive w/8MB Cache 

serial ATA Hard Drive Upgradable 

Pioneer 16X DVD Player and Mitsumi 1.44MB Floppy Drive 

Lite-On 52X24X52 SMART-BURN® CD-ReWritable Drive 

ATI Radeon 9700 Pro 128MB 8X AGP Video Card w/TV-Out & DVI 

Add NEC 19" .25mm 1792x1344 Monitor @$249 

NVIDIA Soundstorm Audio Processor Unit with Dolby Digital 5.1 Surround Sound 
Logitech Z-640 5.1 Subwoofer/Speakers 

DualNet on board w/NVIDIA & 3Com LAN 

Logitech Cordless Elite Duo Keyboard and Mouse 

Microsoft Windows® XP Home Edition 


Free 1 Year Onsite service and 7/24 Tech Support 


AMD Athlon™ XP Processor 3000+ with QuantiSpeed™ 
architecture** outperforms competitive 3.0GHz processors 


AMD Athlon™ XP Processor 3200+* $1719 
AMD Athlon™ XP Processor 2800+*** $1489 


Please use full URL to get latest prices and special promotions. 


www-abspc-com/gpo7 


Sales Hours: Mon-Fri 8:30AM-5:30PM PST Technical Support: Mon-Fri 8:30AM-5:30PM PST 


ibject to change without notice. Illustrations may not accurately repres 


incl p cial order merchandise. Original shipping and handling fee a 
Ons y be provided b tracted third party prov ider. Tec hnician will be dispatched if nec 
Devices, Inc. *QuantiSpeed™ chitecture operates at 2.17GHz. **QuantiSpeed™ architecture operates 


1 Year Limited Parts Warranty Lifetime Labor Warranty Lifetime Toll-Free Tech Support 30 Days Money Back Guarantee 


t configurations priced. ABS® is not responsible for errors in typograpt ny and/or photography. 30-day money back guarantee does not 
retuer shipp ng charge 


e non-refur ndable Products returned after 30 days or in a non-refundable condition are subject to a restocking fee 


sary following phone s support. AMD, the AMD Arrow logo AMD Athlon, AMD poche and combinations thereof are trademarks of Adv anced Micro 
at 2.167GHz. ***QuantiSpeed™ architecture operates at 1.8GHz 


QuantiSpeed™ architecture operates at 1.67GHz 


GAMEP RO 


PROSTRATEGY GUIDE 


sin SA saerarnss _ 


we (fF) STUCK IN C&C GENERALS? 
=== HERE ARE SOME STRATEGIES TO HELP 
|_| YOU COMMAND A WINNING ARMY, 

| —.) DIRECT FROM THE GAME’S CREATORS. 


BY THE COMMAND & CONQUER 
GENERALS DESIGN TEAM 


3. SECONDARY 
SUPPLY eT 


A single Supply Center won’t gener- LC _. 
ate enough money to keep your base ® 


Only one gatherer can collect and 
return supplies at any given time, and 


i , there’s a limit to the amount of gath- = operating at maximum efficiency, so. “ P 
Virtually everything you do in the ga P g y ] Each ‘map has ie supplies. In a 
ame can be equated to a monetar erers that work efficiently at any given set up a second Supply Center at the 
: q ‘ Supply Center. Generally, the best very beginning of a game. Don’t tr long ld the map’s natural re- 
9 mer’ cael non ase vurnball are a follows: i to 3 Re ond i ies — ci sources should only hold you over 
~~ ps2 seperioec pony China: 2 Suppl nee Kee i won't have enough iy until you ean establish your second- 
‘i _— : on .selied GLA: | Z Workers and it “resi slows ou sid ‘ ary money supply. For China this is 
fae ee for managing money and , ” the Hacker; for the GLA, this is the 


maximizing efficiency. i: es 2. SECONDARY _. Black Market; and for the U.S.A., 
cates ; . ee this is the Supply Drop Zone. Once - 

l. PRIMARY MONEY SUPPLY MONEY SUPPLIES »  youaccumulate alittle bitofextra 

A money, slowly start to build these 

secondary money gatherers one at a 

time, but don’t let it slow your nor- 

mal unit production. Once the map’s 

money dries up, players will fight over 

the few remaining resources. If you 

planned ahead, you can easily crush 

any Opponent, so protect these sec- 

ondary resources at all costs, 


4. MONEY MANAGEMENT 


Adding more than the above units 
to each Supply Center can increase 
income slightly, but the overall cost 
of extra gatherers doesn’t result in 
increased earnings. Adding a third 
Supply Truck for China makes the 
biggest difference among all three 
sides. Depending on how the game 
is going, it may be a good idea to add 
a third truck to each Supply Center 

é later, but save your money 
in the early stages. 


Capturing Oil Derricks can be very 
beneficial: They give you a $1000 
finder’s fee and a steady income. Al- 
though it seems like a huge benefit, 
taking a derrick nets you no where 
near the money of a standard Supply 
Center. Never subvert a Supply Cen- 
ter in favor of an Oil Derrick. 


Always try to position the Supply Cen- 
ter as close to the Supply Dock as 
possible. Then—with the exception 
of the U.S. Supply Center—rotate 
the entrance of the Supply Center to 
be the closest point on the building 
to the Supply Dock. This allows for 
the shortest possible trips and fastest 
money gathering. 


Money in the bank is weastiiels money: 
Don’t save—there’s always something 
to buy. Your tank force can never 
be large enough, you can never have 
enough upgrades, and you can never 
have enough Superweapons. It’s a 
| common pitfall—for example —for 
Be careful ER going Pe Oil Der- players to stop building tanks in favor 
ricks too early. Build infantry first and of more specific tactics and com- 
send one to each Oil Derrick you —__mando style raids. No matter how 
ce big your opponent's army is, if yours 
is twice as big, you'll usually emerge 
victorious. G - 
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meDABOrs 


Kids everywhere are losint Their prized Medabot Medals and Medaparts to a diabolical team of warped 
Medamaniacs! Join Ikki-and his friends as they track down the source of the trouble and beat the 
~——~__ Rubberobos at their own twisted game! 


EVERYONE 


I Shoot action Manic! 


All your favorite Medabots characters! A 30+ hour adventure! Trade and Robobattle with friends! 


NATSUUF’ www.natsume.com / www.medabots.com 
Natsume is a registered trademark of Natsume Inc. Serious Fun is a trademark of Natsume Inc. © 2002, 2003 Natsume inc. All Rights —— ee 
Reserved. Character Design by. Horumarin. “Medabots” is a trademark of Kodansha and is used under license. © 1997-2002 imagineer Co., GAME BOY ADVANCE 
Ltd. © 1997-2002 Natsume Co.,Ltd.-Published by Natsume Ine. Illustrations Copyright © 1997 Imagineer, Natsume. © 1999 NAS/Kodansha, ; = 


. 4 TM TV Tokyo. ™, ® and the Nintendo Game Boy Advance logo are trademarks of Nintendo. The ratings icon is a trademark of the Interactive 
Serious Fun Ze Digital Software Association. 


CASTLEVANIA: ARIA OF SORROW addresses all the complaints leveraged against its predecessors and im- 
& proves upon them in every single way. This is 2D porta-gaming at its most elegant and refined, even if the song 
ae may seem a little bit familiar. ag Te os 


r 4 
© nce Aura of Dissonance 


yy 


{ 
FO OVS 


OA Aria of Sorrow is more challenging than Harmony of Dissonance, and the 
Aria Of Sorrow 


Pex music is 10 times better. The spectacular graphics look appropriately dark 
while still somehow being visually bright with some really beautiful back- 


grounds. The levels manage to avoid any of the endlessly repeat- 


ing stairwells that plagued Circle of the Moon. The bosses are anno PROTIP: If call the a cawing 
nuttier (Legion, baby, Legion), and the game’s soul-collecting Wnt worm Tsuchinoko, do your best to kill 


it before it disappears-—it gets you a 


weapon and magic system is one of the best yet in the series. 
discount at Hammer's Store. 


PONY OF Fe SO 


The only strike against Aria, really, is that its lineage contains a few too 


= = 
{ 
i ee 2 oes rogetens 
4 q gemma a a ee 


many similarly great games. Aria is yet another clone of one of the 


PROTIP: The castle in the eclipse is i : 
full of secrets—and just because you best 2D games ever made (Symphony of the Night), which was an 


beat the game doesn’t necessarily | homage to another 2D masterpiece (Super Metroid). Many area motifs 
mean that the game is over. 


(clock towers with medusa heads) and enemies (hawks that drop flea- 
men) have been repeated repeatedly in Castlevania games before. The 
law of diminishing returns has to kick in somewhere...right? 


That Aria is a masterpiece of 2D gaming there’s no denying, and 


the gamers who will get the most out of Aria of Sorrow are the ones PROTIP: Kill a Lubicant and it might drop Mura- 
who've never played a Castlevania game. Everyone else will recognize '™&sa, an excellent blade (worth 27,000 goldi) that 
the mastery, stand up and applaud the improvements, and silently 


sigh as they wait for. Castlevania to : FUN FACTOR 
tO ae Developed by KCET 


can hit an enemy multiple times with one swipe. 


come up with an entirely different Published ‘by Konandl 


heads-—in a Castlevania game!! Un- _ kind of magnum opus. (4 Byes: $29.99 Action! 
wavering staple! Or simply unoriginal! yA Available now —-2dventure 
You decide! ¢ | player 


CONTENT RATED BY 


THERE ARE MINI-GAME collections, 

and then there is Wario Ware. SS 
In perhaps the most out- 
there Nintendo release 
since Earthbound paid a 


visit from Neptune eight 
years ago, Wario takes video ilSthWiilieiieler tse 


games to their Max Headroom extremes, blasting out constant PROTIP: Not every mini-game will be 


visual stimulation in five-second intervals. Strangely, its biggest fans played the first time through a stage— fabless sweeere ee or | 
. : you'll need to play each character —— = ce re coc cat 
will probably be people who don’t play games very much. multiple diviex ig see “oneal PROTIP: All mini-games have three levels of dif- 
: : 1 ficulty; if you encounter them more than three times 
Se Meee eyed Pick Your Nose a run, then they'll simply get faster and faster. 


. 


The games in Wario Ware (all 200 orso of ‘em) are divided evenly among nine characters, each with a couple dozen 
mini-games that you must complete to advance forward. These aren’t your momma's mini-games, however: Each 
one’s onscreen for only a few seconds, and you get the barest minimum of instructions, so mastering them requires 
se : less talent and.more primal instinct. 
; a sak 1! The-real hook about Wario’s games, though, is their subject matter. “Strange” is far too weak a word to describe 
Sarees 7 most. “Insane” doesn’t really work, either. No, Nintendo’s designers have taken a left turn off Eccentric Lane and are 
PROTIP: Extra mini-games can be un- now renting an apartment at Absurdist Avenue —you will eat apples, fry eggs, help snails reach magic mushrooms, 
pri 6 secure all use eye lasers to save the Earth, beat dreaded enemy Mario at rock-paper-scissors, hammer nails without hitting 
your thumb, and tuck Wario's shirt in for him after an ill-advised visit to the smorgasbord. The game has its sane 
moments, too, especially with 9-Volt and his Nintendo software collection—lots of fun, if you’re of a certain 
age in your gaming career. 


Touch Your Toes 


So, obviously, Wario Ware isn’t your typical game. You can’t really play it like a typical game, either: Hours of it at 
once will make your eyes glaze over. That’s why this title’s so good for “casual” gamers— it’s a blast in 15-minute 
spurts, and if you stick to that schedule, 


= == .. there's enough action inside to kee 

PROTIP: The “last boss” is easy to hit g P LY? Sevelnned and peitlichell ty Winteril 
if you throw your boomerang and then you engaged for weeks. & 0% $34.99 

immediately run to the other side of . 
the screen. hess a. Ve 


Pa Bd 
BY FENNEC FOX 


FUN FACTOR 


Variety 
Available now #2 players 


CONTENT RATED BY 
ESRBE 
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_ Join'the’Anniversary: 


FEN, 


=o CAPCOM 


WHYZSURFATHE NETAVWVHENSYOU CAN aan IT. 


Mega Man Battle Network 3: Blue version and White version are the biggest, most exciting 
Battle Network action-ro/e playing adventures yet! Join Mega Mega.EXE, his pal Lan and 
iriend’s as they keep the net safe from viruses, cyber criminals and a slough of other 
net-based menaces. Each version features different Mega Man styles, Battle Chip types, EVERYONE 
enemies, bosses and other surprises to oiscover and trade! 


C A PCOM GAME BOY ADVANCE www.capcom.com/megaman ESRB 


© CAPCOM CO.., LTD. 2003 © CAPCOM U.S.A., INC. 2003. ALL RIGHTS RESERVED. CAPCOM and the CAPCOM LOGO are registered trademarks of CAPCOM CO., LTD. MEGA MAN BATTLE NETWORK is a trademark 
of CAPCOM CO.. LTD 2003. ALL RIGHTS RESERVED. The ratings icon is a registered trademark of the Interactive Digital Software Association. Licensed by Nintendo. NINTENDO, GAME BOY. GAME BOY ADVANCE 
AND THE OFFICIAL SEAL ARE TRADEMARKS OF NINTENDO. © 2001 NINTENDO. All other trademarks are the property of their respective holders. 


Mild Violence 


i 
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Hi 
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i TY 
LSE a TD OME FER ST Ne NOR TIT TE 
PROTIP? When dancing agaigis$- othe; 
reporters like Pudding and Jaeear time 
your moves a little before theig voices: 


the voedls are a little out of syne 


‘te re Yon against Giant Eyila—that is, press right 
OF PE nts Wane gees ttt, down i lie gocs.up. ch. 


FUN FACTOR 


= Developed by Sega/THQ 


- @ Published by THQ 
yr 7 y = $19.99 ® Rhythm/dance 
G j @Available June 1 player 


BY STAR DINGO 


. Doe rate ma Se > 
oe t—“‘i—~S $3 RENEE 
Ss commoner § fC Pee 
B. ; 45 jens hip Pos 


ee Cie 


WAL*MART 


ALWAYS LOW PRICES. 


= Developed by Banpresto Z EVERYONE Walmart.com 
= Published by Bandai ; ® 

$29.99 = Wrestling 
@ Available June 2 players 


TM, © and the Nintendo GameCute todo 

are trademarks of Nintendo. Game copyrights and 
trademarks are property of iheir respective owners 
CONTENT pay © 2003 Nintende. 


BY EVIL STAR DINGO 
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The Soul Still Burns 


Namco's weapons-based fighter series 
has always played second fiddle to the 
company’s other internally developed 
franchise brawler, Tekken. Escaping the 
shadow of the Iron Fist tournament is 
a tall order, but Soul Calibur Il looks 


like it’s up to the challenge. 


One Exclusive Character 
To Rule Them All 


Namco plans to increase Soul 


Peer I's The icdlusheo charaiiie ie the GameCube version i Soul Cal ibur ll is none 
reach by publishing versions for all three other than Link from Nintendo’s The Legend of Zelda series. 
next-generation platforms. 


Each console features 
one exclusive character, 
which is either a blessing 
or a curse depending on 
who your favorite char- 
acter is and what system 
you own. The GameCube 
version includes Link from 
the Legend of Zelda series, Play- 
Station 2 owners receive Heihachi 
from Tekken, and Xbox players get 
comic book antihero Spawn. You 24 q 
might scratch your head wondering [a wa fe = IN ae 
what Spawn has to do with the 2 eS pe ener. 
Xbox, but it turns out creator Todd 
McFarlane is a big fan of Soul Calibur ja wanted to be a part of 
the next game. He even created a brand-new character, Necrid, 
who is playable on all three consoles. 

A total of 20 characters fill out the roster, which features 
returning characters like Taki, Mitsurugi, Nightmare, and Ivy. New 
challengers are also entering the fray, including 
Talim, Raphael, Cassandra, and Hong Yun Sung. 


The llew Stage of History 


Soul Calibur is known for its straightforward gameplay —easy to pick 
up and difficult to master. This delicate balance is maintained in all three 
preview versions of Soul Calibur Il. The characters feel sharp and re- 
sponsive whether you’re using the PS2, GameCube, or Xbox controller. 

The popular Weapon Master mode returns with 200 new wea- 
pons to collect, along with unlockable secret characters, features, 
and stages. Arcade, Vs., Time Attack, Survival, Team Battle, and 
Practice modes are also available. 

Will sharpened gameplay and new features 
finally prove the sword is mightier than the 
Iron Fist? Gamers can answer that question 
| for themselves this August. 


irae cams nnn 


BY TOKYO DRIFTER 


| 
| 
: 


Developed and published by Namco 


Target release date: August PLaySTaTION 2 GaMECuBE 
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SNEAK PREVIEW 


SSX 3 


SUDERSIZED DEAKS — 


The first two SSX games were among the PS2’s 
most popular early titles, but fans were always 
bummed that Tricky was a director’s cut rather ; 
than a sequel. No need for such fears with SSX3 | 
as EA is taking the idea of tracks to the next level. 
Instead of courses around the globe, you snow- 
board on one mammoth mountain with three 
separate peaks that you slowly unlock. The top, 
of course, is rough territory fraught with severe _ 
weather and steep drops. It’s truly vast territory — 
a run from top to bottom takes over 30 minutes, 
and there are tons of different paths and lines 
down the mountain. Along the way, you'll pass 
all sorts of thematic areas, ranging from a plane 
wreck to a mining town to the cityscape of the 
lower slopes. 

This setup also allows EA to build in some 
GTA-style freedom as the mountain is peppered 
with more than 100 challenges—grinding a bill 
board, for instance—that let you ride free but 
stop along the way for events. You can also find 
the expected events, including races, slopestyle, 
big air, and halfpipe. 


. c a . - ‘, . 
v “ i ae! , = 5 : r h 
' ye. ag a ‘ ia . . 
ih 3 2 4 S% . ; > * y 
4 eS eee a ' a , ey ow ; 
et cular + 
ee ~ » : a 0 
er , ES . * E aq 
Lee Bm) r » ¥ 
i fe eo "an = 
® 4 = @ 
i Mt on 
~ LA ig > ” 
i Dy 


After a year off, SSX 3 is returning to the slopes with a true sequel—and some 


™ @ truly cool stuff. 
IT'S TRICKY! 


Six of Tricky’s crew—Elise, 
Psymon, Moby, Kaori, Zoe, 
and Mac—return along- 
side four newbies: Griff 
the kid sensation, the beauty Allegra, mountain man 
Nate, and Viggo the Swede. The Red Hot Chili Pep- 
pers, the Chemical Brothers, the Executioners, and — 
other as-yet-unsigned acts will bring the tunes. : 
The techniques are also getting blown out with 
tuned-up Uber tricks that come in two tiers, manual- 
style flatland tricks, hand plants, and much more. 
The game's based on a dollar economy, so success- 
ful events earn you cash to upgrade your gear or 
pay for rides back up the mountain in gondolas 
or choppers. Naturally, the graphics and handling 
are also being retooled to feature better lighting, 
more of a “powder” feel, more realistic collisions, 
and so on. Sounds like it should be a lift ticket 
worth springing for. 


BY AIR HENDRIX 


Developed by EA Canada 
Published by EA Sports Big 
Target release date: October 
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With Halo press dying down and Halo 2 on the 
horizon, Microsoft hopes to tide you over with 
Brute Force, a squad-based action game by Free- 
lancer developer Digital Anvil. You control a team 
of four commandos, each with his or her own 
special abilities and expertise, as you make the 
universe of the future safe for justice. Up to four 
players can play cooperatively through the main 
campaign, and up to eight players can jump into 
a deathmatch. If that’s not enough, Microsoft will 
provide downloadable campaigns, missions, and 
maps over Xbox Live. 


At the heart of Brute Force is its squad-based gameplay, which 
is noticeably less player-driven than that of its closest cousin, 
EA’s Freedom: Soldiers of Liberty. Unlike in EA’s game, though, 
you can change which squad member you're controlling on the 
fly, giving you access to that character’s weapons and special 
abilities. This plays a valuable role in the game's tactics as you'll 
use the different abilities to solve puzzles and overcome obsta- 
cles in your way. Squad A.I. in the preview version of Brute 

Force was solid but not spectacular—you couldn't give the 

squad orders, but they followed and defended you fairly well. 


If you’ve been following Brute Force since 
its announcement a year or so ago, you'll know that it as seen a 
few delays. Digital Anvil (known by PC gamers for delaying Free- 
lancer for years) has been using those delays to work out the 
kinks in the game, but as of the preview version, there's still a bit 
to do. While the graphics are starting to look dated (a oa 
pitfall for delayed games), the biggest thing that needs 
tweaking is the way the game controls; aiming and 
moving while shooting feels awkward and difficult, 


making the game’s high-action premise hard to handle. 


BY D-PAD DESTROYER 


= Developed by Digital Anvil 
= Published by Microsoft 
= Target release date: May 
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S= Play over 50 stages across” 17 unique maps 
=o Giant siege engines: battering rams, Catapults, and bridge layers 
£— Fierce new one-on-one duels 

&<s Kingdom Play! Select a new general for each stage in Musou Mode 


Mild Language AVAILABLE NOW 


Violence 


The KOE! logo is a trademark of KOEI Co., Ltd. in Japan and/or other Countties. Dynasty Warriors™ 4 is a tradernark of KOE! 
Corporation and KOEI Co., Ltd. ©2003 KOE! Co., Ltd. All rights reserved. “PlayStation” and the “PS” Family logo are registered 
trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. 


IDEO GAME ADAPTATIONS of contemporary movies are seemingly a 
dime a dozen these days, but Gotham Games is tackling one of the classics. 
Cinema fans will immediately recognize The Great Escape as the movie with 
one of the best ensemble casts (Steve McQueen, James wsiglshasbdics Charles 
Bronson, James Garner, and others) 
ever put to celluloid. The game version 
of the 1962 film will feature action 
sisi the lines of its source material as you'll play as several 
different characters who all share a common goal: escape the 
infamous Stalag Luft Ill POW camp during World War Il. 

Each Allied character has a specialty—such as the ability to 
pick locks, imitate German soldiers, and steal from captors— 
and the game pays homage to the movie, including the his- 
toric motorcycle chase that made McQueen a 
cinematic icon. This third-person action game will 
feature 20 levels set in a wide range of environ- 
ments (moving trains, airfields), and diverse action 
sequences (using both fists and weapons) will test 
gamers’ stealth and twitch-finger skills. The Escape 
begins in July. 


Note: All screens shown here 
are from the Xbox version. 


BY MAJOR MIKE 


= Developed by Pivotal 
= Published by Gotham Games 
= Target release date: July 


PLAYSTATION 2 


Crimson Skies: High Road to Revenge 


MICROSOFT'S BEEN 
working hard on its 
Indiana-Jones-in-the- 
sky flight adventure, 
and it shows. Having 
decided that its original 
concept for the game 
was too linear in structure, FASA Studios went back to [=-—_— 
the drawing board and came up with a more nonlinear ie f 
mission structure and a reward system for the game. 

In Crimson Skies, you play as air pirate Nathan Zachary in an alternate- 
history version of our world in the 1930s. Zeppelins and other air-based technology 
have taken off in a big way, leading to packs of air pirates and massive Hindenburg- 
like flying aircraft carriers. 

Besides the new mission structure, the coolest addition is Xbox Live support, 
which will enable 16 players to stage dogfights in any of the game's II different air- 
craft. Some hands-on time with the multiplayer mode proved that a lot of work 
has gone into making the game more fun and playable, with an emphasis on simple 
and fun flying physics rather than a full-on flight simulation. Loops and other stunts 
and evasive maneuvers are special moves, for example, done with a simple control- 
stick combination. That means that the 
emphasis is on the action, not on keeping 
track of horizons and G-forces. 


BY D-PAD DESTROYER 


g,*, “Developed and published by Microsoft 
@ Target release date: October 
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See the world, earn Credit for college and experience adventure you 
just cant find on any other campus. To learn more, log on the Life 
Accelerator’ at navy.com or call |-800-USA-NAVY. 


© 2003. Paid for by the U.S. Navy. All rights reserved. - 


DO TAKES ON Midnight Club in Street Racing Syndicate. 
You are a member of an illegal street-racing club that challenges 
you to customize your perfect ride, take it to the street, and 
race for money, glory, and the affection of collectible women. 

The build 3DO provided for this preview was quite early, and 
most of the features still needed some tweaking. For example, the 
physics needed some serious work, and the graphics looked more like the lias 
N64’s best than your average Xbox title’s. The whole “girlfriend dance 
contest” aspect seemed like an homage to Def Jam Vendetta, but that’s 
due for some more work as well. 

Still, it’s an early build, and if 3DO can pull 
off the street-racing feel, this title could give 
Rockstar some competition this summer. (G) 


BY D-PAD DESTROYER 


_ Developed by Eutechnyx 
$s" = Published by 3D0 
3’ Target release date: June 


CT ae rey oe ET THERE BE LIGHT!” 

, proclaims Billy Hatcher. As Sega’s 
newest hero, he’s on a mission 
to free his once-magical land from 
the darkness caused by an evil king. But in order to return the 
light, young Billy needs to use a unique and legendary power 
that enables him to control special eggs, which are the key to 
saving the land. As Billy, you must collect these magical eggs to 
solve puzzles, but more importantly, you must care for them 
with items found throughout the world. If they’re nurtured correctly, the 
eggs will hatch, and you'll find enchanted creatures that can help your cause 
during combat. This 3D platformer can also handle up to four players for 
split-screen egg madness battles. J 


BY FOUR-EYED DRAGON 


= Developed by Sonic Team 


= Published by Sega 
= Target release date: Fall 2003 


GameCuBe 


F TODAY’S TRIBULATIONS aren't wild enough for you, take 
a ride back to the Old West, where gunslinging, saloon card games, 
and bar fights were the norm. Okay, it still may sound like today, 
but Dead Man's Hand is attempting to re-create the edgy atmos- 
phere of the American West in the form of a first-person shooter. 
You play as El Tejon, a skilled gunslinger who vows vengeance on 
every member of his former gang. In more than 20 levels that span the Great 
Northwest and feature environments like rickety saloons, sprawling mountain | all 
vistas, and darkened mine shafts, you'll hunt your former friends with exciting 1 

gun challenges, plus play an occasional hand of poker ie 
to win bonuses. Best of all, however, you'll be able 7A 
to test your peacemaker skills on Xbox Live with 
other out-of-town drifters. @ 


BY FOUR-EYED DRAGON 


= Developed by Human Head 
= Published by Atari 
™ Target release date: Fall 2003 
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SNEAK PREVIEWS 


Alias 


Alias STEADILY BUILT a fan 
base as cult-hit spy show on ABC 
until the whole affair went south 
when the plot shifted gears in a Z 
misguided attempt to go mainstream. Maybe this iaciaes fies 
Acclaim can save the day with Sydney Bristow’s trademark stylish é ry fun 
flair. In its game incarnation, Alias is a third-person action title that mixes conti, still high-tech weapons 
and gadgets, and plenty of espionage trappings. The game's story was penned by the show's writers and 
continues the tale of Sydney's pursuit of Arvin Sloane. While little else is currently known about the game, 
these screens make the gameplay seem like it might follow in the footsteps 
of Enter the Matrix or Syphon Filter. If it can pull that off and deliver a grip- 
ping espionage yarn, Alias could make something of itself. J 


Note: All screens shown here are from the PlayStation 2 version. 


BY AIR HENDRIX 


Developed and published by 
Acclaim 


Target release date: Fall 2003 


HEALY 


Sphinx and the Shadow of Set 


Despite THE PS2’s huge-normous 
game library, there hasn’t really been a 
quality Zelda-style game for the system 
yet. THQ is looking to change that with 
Sphinx and the Shadow of Set, an epic 
fantasy action/adventure with high pro- 
duction values and a lot of design philoso- 
phies in common with young master Link. 
Sphinx and the Shadow of Set takes place in a fantasy universe 
based on Egypt and its gods and mythology. You play as the titular 
Sphinx, a young demigod with a sword made of light and the ability | 
to turn into a winged lion, traveling across the desert through magic portals to recover the stolen crowns of Egypt and 
to put a stop to the nefarious plans of Set, the god of chaos and general evildoing in Egyptian mythology. Oh, and 
Sphinx is coming to the GameCube, 
too...so his Zelda-killing skills had 


better be extra sharp. G pe Developed by Eurocom 
‘ Published by THQ 


Target release date: Fall 2003 


BY STAR aInee 


PLAYSTATION 2 GameCuBe 


Note:All screens shown here are from the 
PlayStation 2 version. 


Freaky Flyers 


FREAKY FLYERS 1S a cartoony aerial combat/racer in 
the Mario Kart tradition, but its levels are more than 
mere races to the finish line. Along the course, there are 
plenty of activities to sidetrack you, but things like stop- 
ping to reunite Bigfoot with his family result in costly 
delays. Midway hopes these stories within the race will 
amount to hours of replay value. It's a solid concept, but at this incomplete stage, the execution 
still needs work. The balance between racing and side-quests is skewed so that you have to focus 
on one or the other. The preview version lacked a real sense of gravity or physics to flight 
and combat, and 
while the char- 
acters’ ethnic stereotypes strive to be funny, they also carry a derogatory 
tone that could douse the humor. Freaky Flyers takes flight in July. 


BY Dj DINOBOT 


Developed and published by Midway 
Target release date: July PLAYSTATION 2 
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DMIT IT. THE first time you saw Harry Potter whizzing around on a broomstick 
during a Quidditch match, you so wanted to do it, too. With Harry Potter: Quidditch jue ve 


World Cup, EA is finally responding to two years of fans’ clamoring for real Quidditch Ad tse a 
gameplay. You'll control every position on your seven-player team, including the three : id NN 
: - e : a» _— Chasers, two Beaters, the Keeper, and the Seeker—Mr. Potter’s famous role. 
Gl TA Veeiaes Playing as any of the four Hogwarts House teams, you'll rise through the 


ms 


lonias learning Quidditch basics and eventually earning a berth into the inter- 
national World Cup. There, you’ll compete against the U.S.A., 

Japan, Germany, France, Australia, and other teams in their 
stadiums in a multiplayer match—a first for a Harry Potter 
game. To move up in the World Cup tourney, you must de- 

feat the team ahead of you by a variable amount of points, 
making the choice of when to snatch the Golden 
Snitch a strategic one—grab it before you have 
enough points to move up the ladder and you 
may win the match but lose the chance to ad- 
vance. You can also collect Quidditch Cards by 

completing challenges and winning games. These 
will unlock special moves and get you that much 
closer to re the Quidditch World Cup. (3 


™ Note:All screens shown here 
are from the PlayStation 2 
version. 


BY THE VIXEN 


= Developed by EA UK 
= Published by EA Games 
™ Target release date: Fall 2003 


PLAYSTATION 2 GameCuBe 


LTHOUGH DETAILS ARE scant, Star Wars Rogue Squadron Ill: 
Rebel Strike is under development, and already it sounds like it will 
eclipse Rogue Leader in both graphics and new gameplay options. LucasArts has 
confirmed that a couple of the new scenarios will include speeder bike chases and 
AT-ST battles set in the forests of Endor, while one of these screen shots se 
that you will actually play inside the Death Star as well. 

As in The Clone Wars, you'll be able to jettison your ship and play 
as various characters on foot in a third-person mode in addition to 
-abnbe ships midlevel. Playing as Luke Skywalker, after crashing 
your snowspeeder during the Battle of Hoth, you can 
get out of the speeder, run under an AT-AT, and use your 
grappling hook to hoist yourself up and destroy it before 
hopping on a Tauntaun and fighting your way to a trans- 
port. Once you get to the transport, you strap yourself 
into an X-Wing and go up against waves of TIE Fighters. 
Best of all is that Rogue Squadron will have various 
multiplayer modes in ad- [7 9eg7e 
dition to what should be te 
a wicked single-player 
experience. G 


<a Y. .. 
x ~ a . See 


= Developed by Factor 5 
@ Published by LucasArts 
= Target release date: Fall 2003 
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SNEAK PREVIEWS 


F-Zero 
A GameCuBe 


co-production 
from Nintendo 
and Sega, F-Zero 
is the continuation 
of a game series 
that achieved leg- 
endary status on the baoer § NES and N64. It’s about 
time the real deal returned, too—without the original 
™ F-Zero, there 
would be no WipeOut, Tube 
Slider, or Jet Moto, not to 
mention an entire genre of 
futuristic-apocalypse racers. 
Details are still scant on 
F-Zero’s gameplay, but 30 
racers and over 20 tracks 
(including a completely re- 
built Mute City) are set to 
make their debut. The emphasis here is on speed at its purest: 
The tracks twist and spiral like Super Monkey Ball stages, and 1000 
mph is nothing more than an average speed in most areas. And 
as for the graphics...well, the screen shots can hopefully speak 
for themselves. C3 


= Developed by Amusement Vision 
= Published by Nintendo 
= Target release date: August 
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The Haunted Mansion 


BASED ON BOTH the freaky Disney ride and the upcoming movie 
starring Eddie Murphy, The Haunted Mansion looks to scare up a 
horrifically fun time. However, this third-person adventure won't 
entirely follow the movie or the ride. Instead, the game will com- 
bine elements from both entertainment mediums. You play as 
groundskeeper Zeke, who must rid the mansion of 999 trapped 
spirits. Each of the 30 haunted rooms you enter tests your brain 
with mind-twisting puzzles, and solving each challenge frees a suf- 
fering soul. Of course, your trusty lantern that can fire speedy 
rounds of light can also extinguish the occasional rampant polter- 
geist. Not to be mistaken as a horror-based thriller, The Haunted 
Mansion is intended to be more of a lighthearted game, much like 
the ride and—hopefully—the movie. G 


= Developed by High Voltage 
= Published by TDK Mediactive 
= Target release date: October 
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UST TO THE north of La 
Femme Nikita by way of Tom 
Clancy lies Rogue Ops, an 
action/stealth adventure com- 
ing to all three major con- joe 
soles later this year courtesy z 
of Kemco. In the game, you play 


as former criminal turned counter- = — 
actlery. noel as =| i -~ 


terrorist Jay Connor, the Yin to 
Sam Fisher’s Yang. Your objective: : pe. ae | 
take down the Red Cell organiza- | 9 | o¢ 
tion, hopefully without drawing too | FE 
much attention to yourself or the 
government you've been recruited 
to work for. ae ae 

Jay's arsenal of sneakery includes the ability to 
merge into shadows, hide on ceilings, take cover in- 
side objects in the environment, and conceal enemy 
bodies to make sure no one finds her tracks. She also 
has all the implements of covert ops like retinal scan- 
ners, fly cams, and grappling hooks, in addition to a 
nice selection of weapons in case things start to turn 
a little less covert and a little more overt. @ 


Note: All screens shown here are from the PlayStation 2 version. 


BY EVIL STAR DINGO 


= Developed by Bits Studio 
= Published by Kemco 


= Target release date: 
Third Quarter 2003 


PLAYSTATION 2 GameCuse 


ANESSA Z. SCHNEIDER, star of 
P.N.03, is Lara Croft and Ulala rolled into 
one shapely package. PN.03 is, essentially, 
a minimalist third-person shooter. An early 
version of the game displayed levels with 
clean, uncluttered graphics, and the camera 
stayed behind Vanessa at all times, ensuring 
that your attention was focused on the 
action. The controls, however, felt cumber- 


ee 
3 


oe -__|_ some, and you couldn’t shoot while mov- 
4 \ ___|_ ing or jumping. The resulting game has an 
a old-school feel with a new-school look, 


and more important than simply getting through a level is doing it 

quickly and with style. The fun, Capcom hopes, is in channeling Vanessa's 
alluring gyrations into fluid, fast-paced action; on that count, it seems 
to be succeeding. Gr} 


™ Developed and published by Capcom 
= Target release date: August GameCuse 
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ASED ON THE mixed 
martial arts competition of 
the same name, Konami's K| 
World Grand Prix offers fight- 
ing fans a knock-down knuckle- 
crush fest as opposed to UFC’s grapple-centric style. KI features 
a unique stamina system, represented by a silhouette next to each 
fighter’s health meter. This meter keeps track of the damage 
i Bai is ul in any given body part, and it also helps 
aE | YOu target specific areas on your opponents to more effectively wear aaah 

> a down. The playable version sported intuitive controls that proved very easy 
to pick up—each face button corresponds to a certain limb, and by pressing 
the R2 button you unleash furious custom-created combinations. G 


= Developed and published by Konami 
= Target release date: July 


~ | BLoopy ROAR EXTREME may be the Xbox port of Bloody 

- Roar 3 for the PlayStation 2 and Bloody Roar: Primal Fury for the 
| GameCube, but that doesn’t mean it doesn’t offer anything original. 
| The popular fighter features 14 fighters, each of whom can meta- 
| 


morphose into an tiber-powerful “Hyper Beast’’ form with savage 
fighting abilities. You can go toe to toe (claw to claw?) in 10 arenas 
that feature multiple levels and destructible objects. Though the 
button mashing—friendly gameplay was untouched, the early Xbox 
build of Bloody Roar Extreme sported cleaner visuals than the 

r GameCube and PlayStation 2 releases. 
All-new CG movies have also been 
added to this beastly remix, coming to 
the Microsoft camp this May. @ 


BY PONG SIFU 


= Developed by Hudson Soft 
= Published by Konami 
= Target release date: May 


of the most fun and challenging games 
for the PlayStation. Ape Escape 2 has 
been a long time coming, but it’s al- 
most a ena to invade your home and 
suffocate you with [eam | 
its addictive gameplay and intoniedrublc cuteness. Once again, 
hundreds of super-smart simians have escaped Monkey Park, 
and you must sojourn throughout vast and ingeniously de- 
signed worlds to catch the little guys. You'll bring them back 
home using an arsenal of chimpy-catching gadgets and your 
sidekick, a flying ‘key called Pipotchi. The previewable Ape 
Escape 2 used the original game’s innovative analog control 
scheme, and the 

graphics were oh- | 8¥ PONG SIFU 

so colorful, warm, ¥ = Developed by SCE] 


and fuzzy. (Gr) ; wy = @ Published by Ubi Soft 
1\ ee = Target release date: July 


PLAYSTATION 2 
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SNEAK 


Ae a ee eS UNADULTERATED JOY 
mS oe % eh es eg ai F<| returns to the GameCube this fall 
ss: Si rg <i Me {=| as Mario Kart, the original big-head 
‘ | ai, aes 5 “ . kart racer, hits the track. This time, oe . ey 
4. satan Pues. Ser you can pack two characters at once in a single earache der: 
ee ne \ om acter in front drives, while the one in back hands out banana- 
bed re he - peel or tortoise-shell justice against fellow racers. You'll pick 
‘" “% | — from a cast of characters, including Mario, Luigi, Princess Peach, 


aay Mario, Baby Luigi, Yoshi, Wario, Waluigi, Donkey Kong, 
Diddy Kong, Bowser, Bowser Jr., and everyone’s favorite, Birdo. What's 
more, you'll be able to switch the driver and gunner on the fly to better 
use each character's strengths. Mario Kart is sure to spawn another wave 
of me-too racers when it ships this fall. ZJ 


BY D-PAD DESTROYER 


= Developed and published by Nintendo 
™ Target release date: Fall 2003 GameCuse 


CCORDING TO Microsort, Ghost Recon is the most played game 
on Xbox Live...not bad for a shooter that originated on the PC. This July, 
Island Thunder (originally a popular expansion disc for the PC version) could 
attract an even bigger crowd to the Ghost Recon craze. For starters, players 
will find all eight single-player Cuba missions, complete with the SCENE 
hidden specialists. But the best parts of this game will be online. | sm f= ser 
In addition to the Cuba maps, players will be able to death- : 
match in three levels from Desert Siege and four fan-favorite 
areas from the original Ghost Recon. Ubi Soft also promises 
future downloadable content. And 
at $10 less than regularly priced 
Xbox titles, Island Thunder could 
be well worth the buy. 


BY FOUR-EYED DRAGON 


= Developed and published by Ubi Soft 
= Target release date: July 


RONEZ SEEMS AT 
first glance to be more 
than a little inspired 
by Tron. Metro3D’s fu- 
turistic action/shooter 
casts you as Sidd, Eva, 
or a robot named Cl 
as you take on the 
minions of the V-Space 
network that controls 
the near future. You must take on creatures known as DroneZ: reptiloids, 
insectoids, and the like who defend V-Space. This mission-based shooter 
features nine major sections with 27 levels among them in which you'll use 
weapons, shield generators, and force fields to defeat the DroneZ. With the 
help of a hacker in the “real world,” you'll hop among memory locations and By Dae oe Ses Tbo ves 
avoid lasers to rescue humanity from V-Space. If the rest of the game is as ' _ mDeveloped by Zetha GameZ 
trippy and different as the screens (screenZ?) shown here, DroneZ could (} eee 28° = Published by Metro3D 


B : 
be one to watch. G Target release date: July 
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FTER SPENDING A good year in the purgatory that is the 
coming-soon list, the long-anticipated Xbox Live version of Sega 
GT 2002 has finally been ra an official U.S. release. > GT 
Online, a standalone disc ; 
from the Xbox pack-in 
original, works exactly the 
same as the original: Start- 
ing with the absolute wussiest 
of GT vehicles, you have to earn 
licenses, enter races, and use the 
prize money you win to buy 
extra parts and cars. The main 
difference lies in 
the online sup- 
port: Up to six 
people can join 
a race at once, 
and you'll be 
able to trade 
and bet cars 
with other 
gamers, a fea- 
ture similar in style to one in Capcom's Auto 
Modellista. Over 160 cars are available, and Sega’s 
also preparing a few online- 


only tracks on which to test 


your drifting skills Gr} ( 7 = Developed by WOW Entertainment 
We = Published by Sega 


= Target release date: Fall 2003 
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HE QUICKEST WAY to get up to speed on 
Downhill Domination is to picture SSX on mountain 
bikes. Like its snowboarding brethren, Sony’s down- 
hill mountain-bike racer doesn’t take itself too seriously, 
steering a wide path around a gearhead simness in favor 
of bombing down slopes, snagging speed-boost icons, 
and clobbering opponents. Five 
pro riders, including Eric Carter 
and Richie Schley, join nine other 
riders to thunder down moun- 
tains in locations ranging from 
Russia to Fiji to Salt Lake City. 
Power-ups litter the slopes, un- 
less they're already littered with 
the bodies of your opponents, 
who you can send cartwheeling 
off their bikes via a four-tier 
combat system. In a preview 
version, the tracks were long, 
fun, and busy, while the con- 
trols were instantly comfort- 
able. If you’re part of the SSX 
fan club, Downhill Domination 
could be the summer training 
you've been craving. 


= Developed by Incog 
= Published by Sony 
= Target release date: July 
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a : L : Maximize your video gaming fun! Make the right 
\ | purchasing choices by knowing exactly what 


kind of content is inside each game. 


MATURE 
'® 


The ESRB Ratings Guide | Evil Deaa: A Fistful 


The interactive electronic enter- Of Boomstick By THa 


tainment Tete a mere MVC ie If you wouldn't let your loved ones 
NMC UCR ume ATS TeRM warch the three Evil Dead films, you 
an independent organization— 
the Entertainment Software Rating 
Board (ESRB)—so consumers 
know what to expect before buy- 
ing a video or PC game. The fol- 
lowing is a quick key to the most 
common ratings; for a complete are a chainsaw and a shotgun, so 
description, check out the ESRB’s (bom ieRalleR ire ell 
MV cleric Melan WAWAWAstigeMelgeMela@erclimme creatures go flying. 
800/771-3772 for more information. 


There’s some scary imagery—the 
game does deal with demons taking 
shouldn't let them play this violent human form and whatnot— but 
game. But like the films, the game mostly it’s Mature because of the 
doesn't take the violence, the de- combat, which features big knives, 
monic references, and consequently blood, and some vicious finishing 

moves. The opening cinema features 


a decapitation, so that kind of sets 


itself seriously. The basic weapons 


the pace, but the plasma spillage is 
not over-the-top throughout. 


EVERYONE Titles rated Everyone (E) 
have content suitable for 
persons ages six and 

esmae older. These titles will 

appeal to people of many ages 
and tastes. They may contain 
minimal violence, comic mischief, 
or crude language. 


Resident Evil: Dead Aim MATURE 
By Capcom 


Red Faction Il 
By THQ 


Resident Evil: Dead Aim is really 
about two things: blood and shoot- 
ing. The majority of your targets are 


Red Faction II erupts with 
over-the-top gunplay— it’s the 
sort of game where the player mows 
down countless hordes in the blink scary-looking zombies that want to 


of an eye. The gore factor is also 


TEEN Games rated Teen (T) pretty high as the game includes 
are suitable for ages 13 puddles of blood and dismembered 
and up. These games body parts. It’s not appropriate for 

corerearcoty COUId have violent con- either younger gamers or the faint 

tent, strong language, and/or of heart. 

suggestive themes. | 


rip you to pieces, so there are plenty 
of weapons you can use to blow 
apart, ventilate, and torch your ene- 
mies. There’s no sexual content or 
foul language in the game. 


matuRE Games oe Mature (M) 
: _ are appropriate for older 

gamers, generally 
eSsRe UP. Mature-rated « 


Return to Castle MATURE 


State of Emergency 
By Rockstar Games 


Wolfenstein: Tides of War Wi 


By Activision 


State of Emergency earns a solid 
Mature rating with its offbeat theme 
and vivid depiction of inner-city riots. 


CONTENT RATED BY 
ESRB 


Nazi enemies, blood, heavy weapons, 
the occult—Return to Castle Wolf- 
enstein: Tides of War has all the 
makings of a game intended for 


The game features a hefty share of 


onscreen blood and violence as 
adults, and it doesn’t stray far from 


the PC hit on which it’s based. It’s 
worth noting that players can also 


you must utilize a variety of exotic 
weapons in order to achieve various 
goals and objectives. 


find bottles of wine that, when con- on 1 bones es 


ot) ss 

i 

2 2 
ne, Oy 
we 


sumed, increase their health. 


Note: Some box art may not display final ESRB ratings. 


ESRB RATINGS FOR ALL GAMES REVIEWED IN THIS ISSUE 


\rHE ESRR RAT COCK TO WGE Foi citi psictsincssssisearigoitinnsupescioinees setee Unrilirmited: Saga .sccccscicssscacette estsieccdinsness teense T 
GamePro understands that par- Evil Dead: A Fistful of Boomstick .................. X2: Wolverine's ReEvenge.............csssssccsssssscseeees 
SNES Care BNOUE si COntene oF Resident Evil: Dead Aim....csccsssscsssecsssessseesseees Auta Modellists iccsicnigihcdawguvacnnuk 
the video games their children 
play. That’s why every review Return to Castle Wolfenstein: Burnout 2: Point of Impact..............csccccssssseeeseoks 

rinted in our magazine and TAOS OF WV AF cocsassseciecsetctes sis cessceseravessesncensezescseee / : 
P ete Dragon Ball Z: The Legacy of Goku Il............! E 
FPS TE CTY WR SR IESER ETIE Arc the Lad: Twilight of the Spirits 
ESRB rating. Below, we’ve cir- : & al ee teseeeeer [nsicke Pitch 2008 irccc is deentarscceritseretecrnssiaeestcs E 
cled this rating in a sample re- Castlevania: Aria of SOrrow........cccccccsessssseeeeees ; : 
view box to help readers locate Space Channel 5: Ulala's Cosmic Attack.......E 
it throughout GamePro. ChaGS ROMO ee Waleboardine Unieased 

GES Delo by Sltortray Mater — Phantasy Star Online: Episode I & Il.............. Featuring Shaun Murray............s.ccscsssassscecesceesss E 
ha a tp | | 5] 5. Star Wars: The Clone Wars .............cccscsssssseees T Wario Ware, Inc.: Mega Microgameg............. E 
Ultimate Muscle: WV ar16 WIGH A eitieees E 

Note: Previews do not carry an ESRB The Path of the Superhero ..............sssssssssseeeees 


rating as games are often not rated until 
theyre ready for review and purchase. 
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ryyHe ResiDeNT Evi series is renowned for 
i reinventing itself through innovations, but 
Dead Aim has one of the riskiest new ideas yet: 

lt relies on the GunCon 2 peripheral for shooting 


sequences. Unlike the first-person disaster Resident Evil Survivor, 


Dead Aim’s diverse play mechanics add spice to an otherwise 
routine episode of monster blasting and puzzle solving. 


Dead Aim is basically an upgraded version of Resident Evil Gaiden 
for the Game Boy Color. You explore a monster-infested ship and 
other locales, collect items and weapons, and fight for your life. 

Dead Aim, however, throws in a unique twist: Access a weapon, 
and you automatically go from third- to first-person view for ar- 
cade shooting along the lines of House of the Dead. Surprisingly 
enough, the combination works but not without a few deficiencies. 


The system allows for rampant cheating, and unless the gun peripheral is per- 
fectly calibrated, you're going to waste a lot of ammo, which is already in 
short supply. Dead Aim is also relatively short with few rewards for 
repeat players, and although it carries the Resident Evil prefix, its narra- 
tive isn’t nearly as involving as that of other games in the series. 


the Dead 

Dead Aim uses a full 3D visual scheme instead of the trademark prerendered envi- 

ronments. The result is fewer offscreen surprises and a very clean look, albeit at the 

cost of environmental details (like candles and other objects). There’s also a welcome 

emphasis on stealth tactics as you're forced to move slowly and silently through 

various areas, and make as little noise as possible during particular boss battles. Acces- 
sible controls keep the action in line, and even ae 
without the gun peripheral, the analog-stick substi- 
» tute is a surprisingly playable alternative to the 
NS GunCon 2. Yet despite the new look and 
other features, Dead Aim’s still filled 
with traditional Evil clichés. 
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in the Makine 
; Game 
If you're a huge Resident Evil fan or 
a newcomer to the series, Dead Aim’s 
worth the time investment. Although 
! 7 it’s a middling side quest at best in the 
ee /  context of the Resident Evil universe. it's 
2 an engaging action/shooter. (J 


di cinemas break up Dead — 
Aim's frenzied acion sequences. — 


PROTIP: When you run down the 
maze of corridors at the end of the 
game, be sure to take out the zombies 
in radiation suits—they drop valuable 
high-powered ammunition. 


‘ 


SILENCER HG 


SUNT cost 


PROTIP: You can “kill” any zombie with a single 
shot: Aim for the top of their head as shown in the 
above screen. 


Bee a ee Nee 
erates os ee a 
Pema > SS 


Piay time is divided between two char- 
acters: Bruce McGivern and Fonglins. 


PROTIP: To save ammunition, force enemies to 
bunch together (at the base of stairs, for instance), 


then pick them off one at a time. 


GRAPHICS 4.0 


Despite the bland surroundings and 
drab environments, various monsters 
and occasional gory effects bring the 
game to life. The rendered cinema se- 
quences are high quality, too. 


| SOUND 4.0 


Various screams, groans. and gunfire 
highlight the game's audio track...unfor- 
tunately, the sonorous music score 
strikes a sour note. The voice acting is 
a notch above that in other Resident 
Evil games, though. 


me bh TION 
PROTIP: When doing battle againsi 
“Pluto,” move with stealth and attack 


with. the Silencer so the monster can't 
binpoint your location. 


CONTROL 4.0 
Unless your GunCon 2 is precisely cali- 
brated, the first-person shooting se- 
quences won't mean much. The analog 
sticks, however, offer a decent alterna- 
tive to a gun peripheral. 


FUN FACTOR 4.0 | 
Resident Evil: Dead Aim is an interest- 
ing action/shooter and a worthy side 
story for the series. Forget about the ill- 
fated Survivor—Dead Aim is a first- 
person Resident Evil game that works. 


PROTIP: Don't be fooled by orna- 
mental! surroundings such as plants; they 
could camouflage Herbs or ammunition. 


Developed and published by Capcom 
$49.99 Action/ 


Available June Shooting 
| player 
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TOUTED BY ITS producers as a “fantasy opera,’ Chaos Legion definitely has | 
ingredients of a franchise in the making: an arguably cool sword-wielding protagor ist, 
tons of monstrous foes, and some intriguing gameplay features. Though its gothic art 
direction takes its cues from Devil May Cry and Ico, the high -octane gameplay owes 
a debt to the likes of the Dynasty Warriors seri as you're ‘re pitted against massive 
waves of enemies in a nonstop thumb-punisher set toa generic synth-rock sore. 


SPIDER LanD , 
Chaos Legion's hook is that you can summon creatures, 

: called legions, to help you out in a scrap. There are a num- 
ye HE NE i a cei ber of legion types with different fighting styles—some are 
= Ree oe _ archers, others pummel foes with their fists, and some be- 
~ come walking bombs that blow up anything in their path. By 
killing enemies, you gain experience points that can be used 

to increase the number of a type of legion tk thai you can 
summon; increase the attack or defensive power of legions; 
and improve your own attacks, earn combos, and other spe- 


PROTIP: | i your life meter is sie: che : ee 


PROTIP: Always destroy turrets first, or aie : : 
they'll make your mission a living hell when _— ial abilities. This RPG aspect of the game is very compelling legions to take care of enemies for you-you'll 
trying to fight other creatures. and will keep you coming back for more...for a while. still gain EXP. 


Da RK Days 


Unfortunately, Chaos Legion suffers a flaw that may prove fatal for many 
gamers: It’s too easy. You'll be able to breeze through the game's |3 levels 
and only encounter about three tough bosses, which comes out to roughly 
$17 a challenge. It’s a shame because the developers were really onto some- 
thing here, and with a steeper level of difficulty, Chaos Legion could have 


been a classic, if not an epic. & 


PROTIP: if you destroy the main tar- PROTIP: You can chher fight ane: Ro * = Developed and published by Capcom 
get, all other enemies will follow. This side legions or send them off to take INA = $49.99 = Action 

will make your job easier, but you won't care of other enemies while you con- ANSE, «om Available July #1 player 

gain as much EXP. centrate on a main foe. 


CONTENT RATED BY 


BY PONG SIFU ESRB 


WAKEBOARDING UNLEASHED FEATURING SHAUN MURRAY 
introduces a catchy new play mechanic that should rope in extreme 
sports fans but may leave others lost in its wake. 


Boat Trip 


UNLEASHED | \S yy ARLE _ The sport of wakeboarding is similar to water skiing, except you're 


performing all manner of extreme stunts on a small board. Wake- 
boarding Unleashed serves up a familiar style of game that veterans ™ 
of the Tony Hawk series or any of its look-alikes can easily pick up. psc ene . ack ae 

Maneuvering your wakeboarder is a snap, and being tethered to ynlocking a new area is better than 
a boat adds a neat twist to the usual air and surface tricks. Letting a failed landing. 


go of the rope is the key to finding alternate routes, whi h involves any hours of olane set * 


Wakeboarding i 
fans, and II levels, coui 


® Developed by Shaba Games 

® Published by Activision 
=$49.99 ® Action sports 
@ Available June #2 players 
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. WITH A LOOK as revolutionary as a futuristic car design, Auto Modellista stretches 
| the imagination to a whole new visual plane. If it weren't for the disappointing con- . 
‘trols, Auto Modellista’s road to glory would be carved into auto history. 3 7 ger. 


267-4 /32000m , 
| Cellulite Scenery om 
The radical look is the sole highlight of Auto Modellista. A cel-shaded world where 
even the raindrops fall in 2D makes up the game's eye-catching design. Everything ae 
from the tracks to the vehicles is painted in this unique cel method so it all stands ; ines 8 thee ie better Se 
™ out with bright, sharp colors. The addition of wind effects craftily = 


re-creates a sense of speed as you rumble down the road in every- 


| a PROTIP: Once you place first in all 
“ tin ee E>. “ih um : \ i 4a thing from modern rides like the Mazda RX-8 to classic muscle 


races through level three, a special 
shop opens up where you can change 


eats Wap Renee ead Slt ‘ ies - a 9. bay roadsters like the Shelby Cobra. car engines. 

. = But Auto Modellista’s gameplay doesn’t match its outstanding visuals. 
Unfortunately, the driving technique at the heart of this racing game doesn’t 
perform well. More often than not, you’ll be frustrated with each car’s 


tole) tune 
“ 


mechanical ineptness as your vehicle will suddenly stop during a turn after 
a slight press on the brakes or an attempt to powerslide. Even tuning your 
? car to the recommended specs won't improve your on-road manners. More 
PROTIP: Draft whenever - P y 


possible. You'll know you're disappointingly, bumping walls at full speed will hardly slow you or your 


PROTIP: In later levels, blocking a faster oppo- drafting when wind streaks opponents down. In fact, the only slowdown in the game is the reduced frame 


nent is essential to placing first in a race. form on the side of your car. ate ac you drive through heavy traffic on turns and in rain. An annoying 


game voice and ho-hum car effects round out the unspectacular features. 


sarkev it me i ee ve lla “To ar ; Dead End 


fastest lap 
If not for the second-rate controls, Auto Modellista could have easily taken 
the checkered flag. Still, it's worth renting this racer for at least an overnight 
thrill and to check out its innovative style. (J 


FUN FACTOR 


= Developed and published by Capcom 
; sec Laon = $49.99 = Racing 
PROTIP: Adjust your gears for better acceleration when racing on hills, but tune rT “= mAvailable now #8 players 


them for max speed on street courses with long straightaways. ™ ZN 
BY FOUR-EYED DRAGON 


WHEN A MUTANT virus goes active in Wolvie’s system, it’s 
back to the beginning—literally—in X2: Wolverine’s Revenge. 
Scrappy X-Men member Logan must-return tothe Weapon X 
facility that created him in search of a cure and : some answers with 
melee combat liberally mixed in. It’s a fine story, and you' ll run into 
lots of familiar faces, including Sabretooth, Juggernaut, Colossus, 
Professor X, and a few surprises ¢ Duldn’t be spoiled, 


y Ls, RIKE!! 
The game uses a Savile combat system ‘tha at sets up prescripted P 
takedowns of multiple bad guys with One attack. There's als 

fair amount of anes ee around and using SI 


is sunk by clumsy, sometimes sluggish combat. You should feel like you're 3 fighting effigy soldiers, not 
molasses. Also, there are no midlevel save points or checkpoints; restarting from the beginning of each 
level after every cheap death gets annoying. = 


The’ voice anne s by M Mark Hamill ‘id Patrick Stewart isn’t bad, but the dreae 
fully overwrought orchestrations are. Character animation is fine, but some 
questionable collision detection and generic explosions rob it of whatever 
flash it could have had. 

X2: Wolverine’s Revenge simply doesn’t feel polished—or even complete. 
Movie tie-in or no, most gamers would be better off using their cash on 
some old woe comics instead. C3 


FUN FACTOR 
= Developed by Genepool Software 


a = Published by Activision 
a $49.99 = Action/ 


@ Available now adventure 
aie =| player 
BY DAN ELEKTRO 
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REASURE IS QUITE possibly the most uneven develop- 
Tt. house in Japan. It goes from works of art like Ikaruga 
to works of utter nonsense like Stretch Panic in a matter of 
months. Perhaps, though, all it needed was a little guidance: 
Wario World, its latest for Nintendo, is gobs of fun and a re- 
minder to all consolites that platformers don’t have to be dark, 
edgy, or extreme to seem fresh. 


I'M-A NUMBER ONE 


You wouldn’t guess all this from the premise: Wario's castle has 
been destroyed yet again, and he’s got to hop-n-bop through eight 
levels to get his fortune back. The stages run the gamut of plat- 
form clichés: ice world, forest world, haunted house world, even 
a circus world that will conjure up Aero the AcrosBat nightmares 


if you aren’t careful. 

The freshness is really all in the design style. Despite the 3D 
layouts, Wario’s GameCube solo debut feels just like the 2D 
Game Boy titles he starred in before—the stages are built in horizontal strips, 
and most of the action runs side-to-side, making it seem like VVario is 
jumping around a giant LEGO diorama. Every stage has eight treasures to 

: find, and extras like heart containers are scored by conquer- 


ing treasure rooms—small chambers with tricky platform- 
game puzzles to be solved. 


HAVE A ROTTEN DAY 


So it’s a standard platformer, right? Well, it is and it isn’t. 
While it never descends to Stretch Panic level, Wario World 
is very obviously a Treasure production. The graphics will 
remind you of Sesame Street by way of Tim Burton— 
they’re cute and colorful, but also have a sinfully dark 
edge to them that no game's ever gotten quite right 

before. Just looking at the game is addictive. 

Indeed, the biggest problem with Wario is 
that there isn’t enough of him. The game itself 
is easy as pants (imagine hearing that about a 
Treasure project), and the only penalty for 

dying is losing some coins, which is nothing 
considering the retirement fund you'll have 
by the end. There's also little replay value — 
once you're done, you’re done, and the 
unlockable GBA mini-games are nothing 
but demos culled from Wario Ware. 


j HAHAHAHAHAHAHA! 

», While $50 is a bit much for a game that’s 
S over in a weekend, Wario World de- 
serves a play from all platform aficiona- 
dos. It’s barely longer than Wario's Game 
Boy titles, but you'll savor every moment 
and hunger for more once it’s over. Has 
» Treasure finally shaken its unevenness...? 
me Well, it’s getting there. & 
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PROTIP: You can damage sand scor- 
pions only by butt-stomping the area 
right ahead of their tails; hitting the tail 
itself is likely painful. 


PROTIP: You have free camera con- 
trol in the puzzle areas. Use it-you'll 
need all the help you can get with the 
jump angles. , 


PROTIP: Like all Wario World Tiosses, DinoMighty 
has a pattern and sticks to it religiously. Grab the 
sticky ball on its tail and stomp its peed when it 


raises you up. 


PROTIP: To use Gdena sition, 
grab an enemy spin the C Stick 
around. The game takes over for you 
after a few csloge 


GRAPHICS | 
Wario World is dotted with pretty 


PROTIP: Canopies are wae to propel 
Wario to and fro in the circus stage. Just 
walk right into one to activate it. 


id there. Wario also runs at 60 
€! eon better than his 


While there are few truly memorable 
tracks, the music is trippy and fitting 
ughout. Wario's voice, however, is 


y o0lia2 


And you may find yourself...inside a 
Super Monkey Ball level. And you may 
ask yourself,“Well, how did | get here?” 


controls, and the game even 
landing points on the trickier jumps. 


FUN FACTOR 4.0 


In an age when platformers are search- 
ing for the next gimmick, Wario World 
stays addictive by weight of sheer design 
innovation. It’s a shame it’s so short. 


PROTIP: There’ s no Peenaly for leav- 
ing a stage midway, so if you miss a 
treasure or an important object, feel 
free to start over. 


FUN FACTOR 


Developed by Treasure 
Published by Nintendo 
$49.99 

Available June 


Platform 


I player 
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You have the POWER. In this contest you don't rely on the luck-of-the 
draw. You determine if you win or not. You win by outscoring others in a game of 
skill. Can you solve the puzzle below? It looks simple, but it's only the start. Each of 
five more puzzles will get harder. But this time it's all up to you. Stay in to the end 
with the highest score and the gear is yours. With whatever options you want. Do 
you have what it takes? Try your hand and play to win! 


Computer Contest. Win a tricked out gaming computer with 3.0 Ghz 
Pentium 4, 2 Gig. RAM, 300 Gig. HD, DVD, Windows XP, Nvidia card and more! 


Video Game Contest. Play on the hi-tech cutting edge with this line-up: 
Microsoft XBox, Nintendo Gamecube and Sony Playstation 2! Get all three or trade 
the ones you don’t want for CASH! Bonus options include: 33” monitor, $1,000 in 
games you choose, Gameboy Advance, cash, accessories and more! 


| The Ultimate over 520,000" w prizes: 
8 Gaming Rig!" 


s : 5 i wineias mer INERT 


Rattlebrain, Inc. 
“We Make You Think...” 
rattlebrain@mac.com 
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Media Rig Contest. The Ultimate aon Environment, 60 inch HDTV 
monitor, 130 watt receiver w/ Dolby Digital, DVD and all components shown. Win 
DSS Satellite Receiver as a BONUS OPTION! This rig will blow you away!! 


We're talkin’ GAMING HEAVEN! 


Directions. Fill in the Mystery Word Grid with words oing across that spell 
out the Mystery Word down the side. Hint: use the Mystery Word Clue. 

In the future. For each contest there will be four more puzzles at $2.00 each 
and one much tougher final at $1.00 which will be sent to you ty mail. You will have 
3 weeks to solve each puzzle. We don't know how many will play but typically 55% 
will have the highest score possible score to Phase |, 43% to Phase Il, 36% to Phase 
Ill, and 32% to Phase IV. Highest score in the final determines the winner. If players 
are still tied they will split the value of the grand prize they are playing for. 


For 17 years we've created safe and fun exercise for your Brain (better than being a tv zombie, your parents will dig it). Legal in all 50 States and Canada. 
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City 


PINCH 
BREAK 
STOMP 
CRUSH 


K BLAST 
S SPRAY 
R PRESS 


SCORE «....-1 “SLANT 
MYSTERY WORD CLUE: 
WORLD RULERS HAVE IT AND IN THIS CONTEST YOU HAVE IT 


Yes: 


ENTER ME TODAY, HERE’S MY ENTRY FEE: 
|_| ($3.00) Video Game Contest 

[] ($3.00) Media Rig Contest 

|_| ($3.00) Computer Contest 

[| ($5.00) SPECIAL! Enter them all (SAVE $4.00) 


Age 


TVA GNYV dio 


Address 


State Zip 


SEND CASH, CHECK, MONEY ORDER TO: 
RATTLEBRAIN, P.O. BOX 9315 
PORTLAND, OR 97207-9315 


VOID WHERE PROHIBITED « ENTRY DEADLINE: POSTMARKED BY Sept. 13th, 2003 » ENTRY FEE MUST BE INCLUDED 
Only one entry per person. You must be under 30 years oid to play. Suppliers of Rattlebrain, Inc. ineligible. Not responsible for 
lost or delayed mail. Judges decisions are final. Open to residents of the U.S. and Canada. Winners determined no later than 
6/30/04. You can request Winners List and Official Rules by writing: Rattlebrain Rules, 1511 SW Park Ave. #1102, Portland, OR 
97201-7806. Merchandise names and models are trademarks of their respective companies who, along with this magazine, 
have no affiliation with this contest {And, if you've read all this you have the personality type to win).©2003 Rattlebrain, Inc. 


Verifiable retail value of contest prizes: Media Rig $7,012.00, bonus options $4,699.00. Computer $2,500.00, bonus options $3,587.00. Video Game $900.00, bonus options $4,799.00. 
-This is a paid advertsisemnt by Rattlebrain, Inc.- 
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JIDES OF WAR 


CG AMES MAY COME and games may go, but 
you can always count on the Nazis to be a 
universally loathed digital enemy. Return to Castle 
Wolfenstein brings them to eerie life while giving 

shooter fans plenty to keep themselves busy. 


THE REICH STUFF 


Taking the role of American Captain B,J. Blazkowicz, you start your Allied adventure in Africa 
with your SAS buddy Agent One, but before long you find yourself in fabled Castle Wolfen- 
stein itself—and in deep trouble. Zombies, Nazis, killer dogs, evil experiments, secret 
passages, hidden treasures, punishing weapons, situational logic puzzles, and other sur- 
prises await as you take on the Third Reich from a first-person perspective. 

Thankfully for console owners, this isn’t a simple port of the PC hit of the same name. 
Several aspects of the game have been rebuilt for the Xbox, including new, more sinister- 
looking enemy textures, while a fresh weapon, the shotgun, has been added. The ability to 
save anywhere and the use of sensibly frequent checkpoints are also welcome inclusions. 


r 


Where Wolfenstein really shines, however, is in its multiple modes of play. Tides of War offers 
‘single-player, cooperative two-player, and SystemLink network games, as well as full-on Xbox 
Live support for up to 16 players with great team-based matches. As any PC player can te 
you, Wolfenstein takes on an exciting new dimension when you go online as Axis and Allies; 
: <= , coordinating with your squad over the Live headset is far easier 

and more exciting than typing things in the Windows version. 

If anything, the whole game feels a TT 
little stiff—it’s visually arresting and 
robust but not as immersive as some 
other first-person games. And boy, 
those Nazis are tough—they can take 
four or five rounds to the torso before 
collapsing. Then again, you probably 
won't question being one man against 
an entire German army, nor will you 
blink at the malevolent mummies and 
half-machine, half-German shepherds, 
so maybe the realistic damage thing 
can slide in the name of tense action. 


MEIN LEBEN! 


While the World War Il shooter genre 
is getting awfully crowded lately, there's 
definitely room for Return to Castle 
Wolfenstein’s occult/fantasy spin. If 
you're looking for an evil good time — 
especially one you can share with 

_» » friends—Wolfenstein awaits. G 


PROTIP: When two different enemies attack each 


the winner. 


PROTIP: Keep an ear tuned to the 
soundtrack. The music remains tense 
until all threats in the. vicinity have been 
eliminated. 


ways crouch and try the sneak attack. 
Be ready to switch to a pistol fast in 
case you're spotted. 


PROTIP: Go for head shots. It's a 
quicker takedown, but you may 
have to fight the auto-aim to 
line it up—it’s a skill shot. 


PROTIP: As you approach the tombs 


the door to the left and shoot the red 
barrel to reveal a treasure. 


Published by Activision 
$49.99 
Available now 


| 
+ 


‘% 
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PROTIP: The MP40 is your most efficient early. 
other, step back and let them go at it, then pick off weapon; make sure you shoot im short bursts for 
better accuracy. 


PROTIP: Backstabs are worth it; al- 


Developed by id Software/Gray Matter/Nerve 


AY e! 3 


PROTIP: Never waste ammo when 
breaking small objects and dont bother © 
switching to the knife. Use yourfoot — 
(the Black button) instead. 


GRAPHICS 45 


Excellent player models match the de- 


tailed, destructible surroundings well. 


From mountain mist to hewn stone 
walls, there’s lots to see—even if much 
of it is dark and gloomy, and the frame 
rate is nauseatingly fast. 


SOUND 4.0 


The military music sounds tense and 
dramatic, but it loops too frequently. 
However, much attention was paid to 
other Dolby-riffic details—bullets sound 
different hitting metal than wood, for 
instance. 


CONTROL 4.0 


There are a lot of interactions— 
crouching, leaning, blasting alarm sys- 
tems, kicking down doors—but they're 
well-balanced and generally manage- 
able. The advanced tweaks, like sensitivity 
adjustment, are also welcome. 


FUN FACTOR 4.0 


Xbox Live support and the triumphant 
appearance of co-op play give Return to 
Castle Wolfenstein something to boast 
about. With Halo 2 still several months 
away, the solid RTCW is your best first- 


- in Cursed Sands, followthe path through Person option for some time. 


FUN FACTOR 


First-person 
shooter 


16 players 
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LOOK FOR THESE NEW DVDS 
AVAILABLE JULY 15 


FUNimation 


Productions, Ltd. 


TAKE THE 


WWW, PRAGONBALLG l.COM 


ENTER FOR YOUR CHANCE TO WIN 


THE GRAND TOUR! 


WIN AT LEAST 100,000 FREQUENT FLYER MILES TO 
TOUR THE WORLD. YOUR FRIEND MAY HAVE JUST 
GOTTEN A NEW CAR, BUT YOU COULD HAVE THE 

MEANS TO TRAVEL THE WORLD! 


FOR OFFICIAL RULES AND st 
ENTRY GUIDELINES, VISIT: \ 
WWW.DRA GONEA L L G 7..COM J ae ify : y a 


HOW TO ENTER: 

TELL US WHO YOUR FAVORITE DRAGON BALL GT 
CHARACTER (5 AND WHY IN 50 WORDS OR LESS. 
SUBMIT TO: 


TAKE THE GRAND TOUR CONTEST 
P.O. BOX 48610 ONLY Ct) 
FORT WORTH, TX 76148-0610 / ESSAY PER 


OR SUBMIT ONLINE: CONTESTANT ‘ie 
WWW.DRAGONEALLGT.COM DEADLINE FoR Zi 


EACH ENTRY MUST INCLUDE PHEUISAONS: 
AUTHOR'S NAME, ADDRESS, AU oe y 
E-MAIL, PHONE, AND AGE. / 


© 2002 BIRD STUDIO/SHUEISHA, TOE ANIMATION. Licensed hy FUNimation® Productions, 
Ltd. All Rights Reserved. Dragon Ball GT and all logos, character names, and distinctive 
likenesses thereof are trademarks of TOE] ANIMATION. GamePro magazine is not a sponsor 
nor affiliated with this promotion. 


BURNOUT WAS ONE ofthe most unappreciated games of 

200! with its solid racing engine and jarring crashes. Although 

the PlayStation 2 and GameCube versions of the sequel have 
been available for some time, the Xbox version nudges 
ahead of the other two as the best looking of the bunch. 


The Junkman 
In Burnout 2, only aggressive drivers need apply. Racers are re\ 
narrowly avoiding traffic and crashes with juice that’s added t 


, » Pp TIP: To pertorn 1 a vague start, 
fet ine. OR he a) Ree: "4% _pfess and hold Accelerate, tap Brake, 
ene Ca . ui 5 and then press and hold Accelerate 
again—your tires should smoke. When 
the counter reaches “1,” rapidly tap 
Accelerate until the race begins and 


accompanied by sweet sound effects and come replay a your car rockets from the starting line. 


Burnout 2 is loaded with options. Aside from standard race-against-the- 
pack contests, there's Chase mode (from behind the wheel of a cop car, you 
h Zones, go into the Op- a “— a r’. 
Enter Cheats, and you can _— Dash suspects to a halt) d the engaging Offensive Driving 101 that teaches 
itional Runway contests. driving techniques and the rules of the road. Crash mode, though, tops them 
all with a simple but addicting premise: cause as much monetary 
damage as possible by creating the biggest traffic pileup. It 
sounds simple, but the unique chain reaction strategy keeps 
you hooked for hours. 


Rolling Start 
at _ | Burnout 2 isn’t perfection: The game's two preset controller 
Transmission —— __| schemes are hardly satisfactory, and the reward system is unfor- 
| — 2 —- giving...but once fenders start flying, you probably won’t care. 


For adrenaline junkies and 


wannabe masters of mass Pov, = = Sa. = Developed by Criterion Games 
SH = Published by Acclaim 

= $49.99 ® Racing/driving 

m Available now #2 players 


-_ TOPCNMEED. Were destruction, it delivers pre- 
PROTIP: To unlock the Classic car, win Pursuit 2 in 


ecienhin acca. mium performance. @ 


BY MAJOR MIKE 


PIN-OFFS OF TONY H AW K gameplay are getting ixele) 
numerous for their own good, and Wakeboarding Unleashed is 
undeniably part of that scene. Fortunately, it deftly rail-slides the 


narrow border between lame copycat and respect for the genre's 


UNLEASHED (2 SHAUN MURRAY wel Luiviii standards, emerging with an vigoraning, fun, and reasonably 


unique experience. 


In many respects, Wakeboarding’s gameplay seems like skating on water— 
but so does the real sport—and the dynamics of being towed by a boat, 
working the wake, and manipulating the rope give Wakeboarding its own 
fresh, exciting feel and challenges. Of course, Tony pros will adapt to these 
nuances in a heartbeat or three, so the fun comes from mastering the game. 
Thankfully, the game provides plenty of depth to explore. The comfort- 
able, responsive controls are torn from the Tony Hawk manual and tweaked 
in little ways to suit wakeboarding. Once you've got your groove on, you'll 
start finding cool wakeboarding-only moves and tricks to bust, like grabbing 
big air off the wake. The II courses are smartly designed, and the strong 
two-player game mixes standards like Horse with an awesome co-op mode rr RET us wovse woos ci 
where one player drives the boat while the other boards. “108 


Visually, the Xbox version smokes its PlayStation 2 counterpart, but it won’t 
blow your doors off. The levels, tricks, and waterways look good but not 
great, and the Xbox is definitely capable of better. A quirky but awesome ce : 
soundtrack gives Wakeboarding Unleashed its own vibe, but beyond the cool tunes, the game : seems kings ‘quiet. 
If you're tired of Tony, Shaun's got the goods to get you back into the game. But you don’t have to be a skate. 
junkie to have a good ride—Wake- ; 
boarding makes a great rental for CT FF == Developed by Shaba Games 


gamers of all stripes G = Published by Activision 
5 m $49.99 = Action sports 


a w Available June ™2 players 
BY AIR HENDRIX 
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FUN FACTOR 


THIS PAINT-BY=-NUMBERS A 


PROTIP: When you are up against 
Wendigo, the only way to hurt him is 
to avoid his charge; and when he halts, 
position yourself behind him. When 

prompted to strike; press B to grab his 


ENTURE features competent graphics and strong voice hark. and A you 
the choice to use stealth tactics or all-out brutality. The cool thing about Wolverine’s Revenge i is that you can do 
all of the things Wolverine can do in the comics, like carve enemies into bloody messes with your claws and use 
your heightened animal senses to see in the dark, detect scent trails, and spot lasers. You also get a neat mutant 
healing factor, and if you take or dish out enough hurt in a short span of time, you'll go into a berserker rage and 
mow down everybody in your path like a hopping Cuisinart. Professor X 
is also on board, and he does the Obi Wan thing by getting inside your 


head and offering advice and tips to help you out. 


Sound kosher? Well, not so fast, true believer. Wolverine’s Revenge 
also has some haggard camera work and sluggish controls, not to men- 


PROTIP: Déifouming sects wails Madea 
dog tags: Collect them to learn néw attacks. 


tion terrible collision detection and counter-intuitively mapped commands (have fun trying to readjust the camera 
while in Stealth mode). The abundance of cheap deaths would have been tolerable if levels had save points, so be 
prepared to play the same level over and over until you memorize the layout. Genepool Software flexes its muscles 
a bit with a decent combat system, but after a while, slashing the same generic-looking foes ad nauseam is seriously 


tiring. Simply put—there are much 
better things out there on which to 
spend your 50 bucks. &) ae 


FUN FACTOR 


Developed by Genepool Software 
Published by Activision 
$49.99 


Action/ 
adventure 


| player 


Available now 


tail and hurl him into a world of pain. 


BY PONG SIFU 


Evil Dead: A Fistful of Boomstick 

iT’s BEEN A crying shame what's been done (or hasn’t been done) with the great Evil Dead movie series. Fistful of 
Boomstick makes up some ground. This Mature-rated 3D action/adventure ARMA remains true to the Evil 
Dead storyline with the Necronomicon ex Mortis, the Deadites, Dearborn, and 
of course Ash (vocals by Evil Dead star Bruce Campbell). 

The zombie-zapping is violent, bloody, and continuous as Ash tackles the 
mother of all pest problems with classic Dead weapons—the shovel, the pros- 
thetic chainsaw, and the ever-lovin’ “boomstick” (a.k.a. shotgun). But Boomstick 
also does a commendable job of mixing action and brain-gaming. An aggressive 
Al. directs Deadites to hunt you all over a drab, colorless Dearborn. As in 
State of Emergency, you can encounter monstrous mobs of vile creatures, too. 
The controls do a first-rate job of handling the action, and Ash can pull some sweet boomstick moves. Z 

The story is a decent spin from the movie, and Ash’s wisecracks keep things entertaining, even though Campbell 
sometimes sounds like he’s phoning it in. The music’s overly melodramatic and repetitious. The visuals are just okay. 
Ash looks just great, but the Deadite character models are just not scary. At least the dogged game cam stays tight 
and steady on the action. 

A Fistful of Boomstick is definitely for Evil Dead aficianados. The repetitive 
combat won't wow hardcore action fans, but committed zombie-hunters might 
enjoy the challenge and the attitude. Hail to the king, baby. [j 


PROTIP: Ash slings a mean over-the: 
shoulder reverse boomstick attack. Just 
press the left trigger to target a Deadite 
behind you and hit X to blast it. 


PROTIP: After Ash finds his chain- 
saw at the lumber yard, use it for a 
-360-desree Deadite-chopping attack. 
Hold.A to wind up, let Deadites sur- 

round you, and then felease A. 
Developed by VIS Interactive a 
Published by THQ 
$49.99 
Available now 


Action/ 
adventure 


| player 


~ a 
BY ATOMIC DAWG 


Star Wars: The Clone Wars 


Does ADDING Xsox LIVE support to an otherwise unremarkable game suddenly make it better? In The 
Clone Wars’ case, yes: The online bits of LucasArts’ third and final sete, are so 2 mulch fun that they almost support 
the price of admission by themselves. 

In a way, it’s a real shame that the single-player mode’ is as flawed as it is. jarpingg into the skin of Mace, Anakin, 
and other Episode Il regulars, you have to complete 16 missions, all of which involve either blowing up enemies or 
keeping allied units from getting blown up. Most of the action takes place in vehicles, from tanks and spaceships to ‘ 
the ever-popular (and annoyingly difficult to control) speederbike. Star Wars freaks will. explode with delight at the PROTIP: Strafing ey vanide ae 

BPE 8 moyie-like story and accurately detailed vehicles (not to mention the opportunity supports it) is a vital skill to learn. Use 
to fight through the clone battle that Episode II ended with), but gamers will cower _ it to encircle slow enemies. 
at the boring sameness of all the missions. The graphics, though likely the prettiest of all three ports, still have frame 
rate problems, which is just plain weird—you'd think the developers would have ironed them out by now. 

‘Once again, however, the multiplayer modes will make you completely forget about all this. There are the usual death- 
match and king-of-the-hill modes, of course, but the real highlight here is still Conquest, which plays out like a miniature 
real-time strategy on steroids. Everything runs smoothly online, too, even with eight players lightsabering each other at 


PROTIP: Hitting the ground while 
airborne doesn't kill you, but it 
does disorient your camera terribly. 
Keep an eye on your radar. 


GAMEPRO JULY 2003 


once. This alone makes Star Wars: The 
Clone Wars worth at least a rent for 
Xbox Live addicts. If you have no online 
hookup, though, don’t bother. & 


FUN FACTOR 
Developed by Pandemic Studios : 
Published by LucasArts 
$49.99 Action 
4 players (8 
via Xbox Live) 


Available now 


The Madden Blitz 


The road to video game Super Bowl stardom goes through the Madden. NFL 
franchise...and it already looks like it won't be any easier for the competition 
to complete that journey. This season, Madden NFL 2004 will deepen an 
already formidable array of gameplay features and extras. 

Even Madden’s classic playcalling interface, for instance, is receiving a little 
nip and tuck. Not a major renovation by any means, but you'll see a much 
cleaner and more streamlined look. More intriguing are some of the game- 
play upgrades. The newest is Playmaker Control, which enables you to use 
the right analog stick to instantly adjust plays on the fly. On offense, for ex- 
ample, a quick stick push might mean receivers adjust their pass patterns to 
explo man ee ‘On i 2 you can direct your entire squad to at- 

Mey i : tack a run at one side of the field. 


Madden NFL 2004 just gets tougher and tougher to beat, and this Season it’s 
Player packages are also available putting you in the owner's box, along with other sharp innovations. 


with a single button press. In fact, 
you can swap in players based on 
special combinations the actual NFL 
teams use. So, for example, Tampa 


Bay fans can instantly sub Mike Al- 


stott, normally a fullback, into the half- 
back slot for key plays to re-create 
the Bucs’ actual “heavy” package. 


Loyalty or Royalty 


Of course, Franchise mode has been money for Madden for 


several seasons. But before, you were playing as coach or gen- 
eral manager; now you can be a fat cat owner. Your gauges for 
success will now change to such things as number of Super 
Bowl wins, the financial bottom line, and fan support. You can 
set etic prices basect- on ‘the actual NFL going rate per team as well as prices at the concession stands 
and for merchandise (cheeseheads in Green Bay!), For the big bucks, you can renovate your stadium or 
put in plans to build a brand-new “barn,” very much in the style of SimCity or Sim Theme Park 2. 


If you're still not happy, you can pull an Al Davis and relocate your team. One thing, however, is certain: 
Madden NFL football ain’t going anywhere! 


~ Note:All screens shown here are from the Xbox version. 
ma.so eS 


ee big: 


Developed by Tiburon 
Published by EA Sports 
* Target release date: August 


PLAYSTATION 2 GameCuse 


PERS! toore 
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— ONLINE ENABLED 


SPORTS PAGES 


NFL 2K4 


Major Moves 


NFL 2K4 is making another 
run at football greatness for 
the Xbox and PlayStation 2 

this year. Like everyone else, 


it’s gunning for EA Sports’ 
Madden NFL powerhouse, 
but even with aggressive re- 
tooling, 2K4 isn’t about to 
change its personality. 
2K fans should, however, be ready for at least one radical change. In a bid 
to make the game more accessible to the masses, the joystick-controlled play- 
calling system will be gone. Instead, NFL 2K4, like Madden, will sport a menu- 
oriented playbook interface that displays formations and three plays at a time. NFL 2K4 is making ‘its bid to look better, be easier to play, and add more 
2K4 also puts on a new game face by making more extensive use of the gameplay innovations this year. 
ESPN license (a deal made too late last year to fully implement into 2K3). 
The game will resemble ESPN’s Sunday football broadcasts by adding picture- a | 
in- patie: peplays, half-time a ceies of games| in progress, and on-the-fly, <2 AS - = 
| full-screen profiles of se 
players who make big 
plays. (Look for ESPN 
to use 2K4 to illustrate en —— ee Cees & 
plays in its TV broad- 
casts, too!) 


Charge! 


Gameplay is always 2K’s : — i A A.B 
strong point, and this year’s edition looks better 
than ever. For instance, rapid finger taps will in- ae KN a 3 ore ws 
crease a ballcarrier’s speed, or you can hold the RNG Pet SS 
Run button to charge up for special moves like a 
shoulder charge. You can chain special moves, too. 
Among other intriguing gameplay tweaks is the 
ability to sub personnel packages with a single 
button press, such as swapping a halfback with a 
fullback. On defense, you can adjust the line rush 
pattern at the line of scrimmage. Also, every forma- 
tion has its own set of audibles. 
Franchise mode is going to be more user friendly, 
too. Last year, 2K introduced an imaginative interface that actually placed you in a general manager's 
chair. This year, you'll even receive in-game e-mail messages that show you what to do next and help 
Ea j= you make decisions. Additionally, you get a report card at the end of every 
season...and the owner just might fire you! Game over, man! With all that 
on its roster, NFL 2K4 is definitely preparing to put on some moves in its 
bid for video-game football’s top spot. 
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BY BROTHER BUZZ 


™ Developed by Visual Concepts 
\ | Published by Sega Sports 
4) mTarget release date: September 


PLaySTATION 2 
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; Mega Man’s first adventure 


edie & on the Nintendo GameCube! 


EVERYONE 


Mild Violence 


CAPCOM 


www.capcom.com/megaman 


©CAPCOM GO., LTD. 2003 ©CAPCOM U.S.A., INC. 2003. ALL RIGHTS RESERVED. DEVELOPMENT BY ARIKA CO., LTD. ©OCAPCOM, Shogakukan, ShoPro, TV Tokyo 2002. CAPCOM and the CAPCOM 
logo are registered trademarks of CAPCOM CO., LTD. MEGAMAN NETWORK TRANSMISSION is a trademark of CAPCOM CO., LTD. TM, @ and the Nintendo GameCube are trademarks of Nintendo. ©2001 
Nintendo. ©, TM Warner Bros. 2003 The ratings icon is a registered trademark of the Interactive Digital Software Association. 


CONTENT RATED BY NEINTENDS 
ESRB GAMECUBE. 


SPORTS PAGES PREVIEWS 


NCAA Football 2004 


EA’S COLLEGE 
football game was so 
good last year that it 
was hard to figure out 
what to wish for in the | i 
sequel. NCAA Football |i . .immme fu ~~ y32 USC TRONS 
2004 spent its off-season 
wisely, though, coming 
up with. a sharp roster of 


updates. Leading the charge is online play for the PlayStation 2 
version only, including voice-chat support for broadband players. 
The list of teams balloons to a whopping 350 squads, which in- 
cludes 36 new Division | teams and 98 classic teams from the 
history of college football. 

Continuing the historical theme, NCAA also offers a mode 
packed with classic moments from the last 25 years, so you can 
try your hand at winning the big game. The college atmosphere 
plays out more fully with remodeled cheerleaders, crowd sounds 
that ebb and flow more intelligently with the action, and even 
cut-scenes for ripping down the goalposts. 

Some slick new camerawork really opens up the game, too. When 
you line up tight against the sideline, the camera tilts for a better view 
downfield, and when you 
fake a hand-off, the camera 


sticks momentarily with the 
“ballcarrier” before snap- 
ping back to the quarter- 
back. In the playbooks, you'll 
find more college formations 
(including’ Power T and Bunch sets) and more trick plays, like the triple 
option. You can ‘also do mass substitutions, sending in the second-team 
offense or defense. The Dynasty mode offers more refined coaching and 
recruiting interactions, too. 7 

In hands-on time with the preview versions, the game played very well 
with better A.l. for pass defense and punt coverage with more effective 
wedges. With Sega bowing out of the ae kia nchpare 


college-football market for at least this 
season, NCAA Football 2004 likely has . 
the Heisman Trophy all locked up. @ 


Developed by Tiburon 
Published by EA Sports 
Target release date: July 


PLAYSTATION 2 GameCusBe 


Summer Heat Beach Volleyball 


BEACH-VOLLEYBALL GAMES HAVE beenall the rage on the GameCube 
and Xbox, and now one invades the PlayStation 2. Summer Heat Beach Volley- 
ball features |2 competition locations and |4 selectable characters. 
Both male and female players are included, and they can be cus- 
tomized with different skin colors, hairstyles, and accessories. The 
game doesn't have any licensed professional players, but you can 
play with up to four friends via the multi-tap. 

The preview version controlled well, and it was easy to get a 
hang of the basics. The promised Super Spike system is not yet 
implemented, but it will unlock special moves and features. Another 
way to reveal secret features is with the Summer Party mode, which 
also tracks your player’s stats. Other modes available for play are 


Arcade, Exhibition, Tournament, and 
Mini-Games. 'G) 


Developed by Acclaim Studios Cheltenham 
Published by Acclaim 
Target release date: June 


PLAYSTATION 2 
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Inside Pit (03 


IN ITS INAUGURAL season at the ballpark, Microsoft fields IK Brows _ 411); 


rime 


Hor 


OAK 0 
“Q+0 0 OUT 


s. NYY 0 
Ff, Zito 2.76 
SAMIR 


a solid team with lots of potential in the coming years. Inside Pitch 


2003 is mostly a good game, but not yet a great one —especially a: 
stacked up against naturals like High Heat and World Series. See cae” Toa fh — 


plement: utt 


; MPH ‘ . f 


PITCH ap Cia 
W sae 


Knew It Was a Fastball 


Inside Pitch has its good stuff working when it comes to features. PROTIP: When batting, focus mainly 


on the height of the pitch, pulling T or SE ce 
It supports online play via Xbox Live, offers a cool create-a-player J to solidly connect with the ball. 
mode where you improve skills via mini-game-style training, and 

includes a great tutorial and a mode that lets you take a crack at 

famous baseball moments. That's a pretty talented roster. 

The pitcher/batter interface performs sweetly because it “borrows” 
liberally from High Heat's league-leading approach and spruces it up with 
lots of slick icons and graphical doodads. Some players may find the screen 
cluttered, but there’s good info in all. the flash. The gameplay hits a fun blend 
of baseball authenticity and action that makes for:enjoyable games. 


PROTIP: If the batter scoots away from 
the plate, pitch him away; if he’s hugging 
it, try to jam him up inside. © 


Throw That Again, Meat PROTIP: If a batter swipes at a pitch 
The downsides are mostly rookie-type mistakes, but they add up. There's ‘that you intentionally throw as a ball, keep 
no instant replay or double switches and oddly, players celebrate like Terrell _ throwing that same pitch until he takes, : 
Owens after almost every play, which doesn’t ring true to baseball. Problematic fielding controls mean that turning PROTIP: If your fielder collects the 
double plays is tricky; fielders sometimes just can’t bear to part with the ball even when you hammer the throw ball deep in the outfield, use the Black 
button. And the animations and player models look pretty awkward at times. On the plus side, the beautifully lit stadiums utton to throw to the cut-off man. 
look great, and the’solid audio nicely re-creates the ballpark feel. 

If you don’t like the other baseball games on the market, Inside Pitch is 
worth checking out. It’s no superstar, but it’s bound to attract some fans, 
especially with its online play. & 


FUN FACTOR 


Developed and published by Microsoft 
$49.99 Baseball 
Available now 2 players 


BY AIR HENDRIX 


2D & 3D Animation | 3D Modeling | Character Design 
Computer Graphics | Digital Imaging | Filmmaking 


Game Design | Visual Effects | Web Design | And more... 


AA | BFA | MFA Degrees 
Portfolio Development | Online Classes 


Apply Now for Fall, Spring & Summer Semesters 


High School Scholarships & Teacher Grants Available 


Academy OfArtCollege 


1.800.544.ARTS | www.academyart.edu 


79 New Montgomery St., San Francisco, CA 94105 
Nationally Accredited by ACICS, NASAD & FIDER 
Established in 1929 


\ 
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The world of Arc is divided evenly between the human race (still living in pseudo- 
medieval times, it seems) and clans of intelligent demons called Deimos. The plot 


ing to unite his race for an apocalyptic showdown 


@ As you'd expect, things get ugly rather quickly. 


forward, Arc’s famous semistrategic battle 
system has gotten the full 3D treatment. Oddly, 
it works suspiciously like the one in Breath of 


OLE-PLAYER’S REALM 
PROREVIEWS 
NN 


\ ONY'S ARC THE LAD series—the second game 

? in particular—featured some of the finest traditional 

i, \_ RPG gameplay the PlayStation ever saw. That's why some 

Ki d gamers were alarmed to find that Twilight of the Spirits 
=n} was being developed by Cattle Call, makers of 2002’s 

Dullest Game of the Year, Tsugunai. These qualms aren’t 
entirely unjustified, but—despite the slowest start in 


RPG history—things really aren’t as bad as they seem. 


switches back and forth between Kharg, a young strapling who leads a charge 
against the despotic Dilzweld Army, and Darc, a moody demi-Deimos who's try- 


with its human oppressors. Their common 


target: the Great Spirit Crystals, five magical 
baubles that hold untold power when united. 


Although the basic gameplay is straight- 


fTatjanay ——  —_— Se 
4 Ili kill anyone who hinders 
mt Lord Darkham...! 


Fire V—all weapons are ranged, and where you 
attack an enemy is just as important as what 
you attack him with. While not quite as elegant as the square-based system used 
in previous Arcs, it’s still engaging, and battles move quickly once you turn the 


voices off (a must if you enjoy retaining your sanity). 


So what’s the issue here? Just like Tsugunai, it’s all in the execution. 
Simply put, the story takes forever to get interesting—a good !0 hours, 
in fact. Even when it’s hot, though, it’s lopsided. Kharg’s story is standard RPG 
filler you’ve seen a million times before, but Darc’s is truly great—it covers the 
guy as he goes from common slave to King of All Deimos, and 
it's packed with gory, surprising plot twists. This story imbalance 
isn’t helped by the audio or the visuals, which are technically 
adept but more generic than a box of 25-cent fruit pies. 


Much of what you'll think of Twilight of the Spirits will depend on 
how familiar you are with the PlayStation games. Compared to Arc 
2 and 3, Twilight is downright barren—no monster hunting, no real 
side-quests, only two hidden characters. On its own, however, it’s 
an uneven but decent RPG 
that ultimately pays off af- 
ter a modicum of effort. 

It’s no Arc 2, but then it’s 
no Tsugunai 2, either. @ 


Published by Sony 
$39.97 
Available June 


RPG 


Developed by Cattle Call 


| player 


GRAPHICS 3.5 


The graphics are Final Fantasy—style in 
presentation but not in originality. The 
characters are nicely detailed, but they’re 
unimaginatively designed, and they use 


the same animations over and over in 
the story scenes. 


The orchestral music is pretty (the clas- 
sic Arc theme is still among the best in 
RPGs), but the in-game soundtrack is un- 
memorable. The sparse voice acting is 
also odd—Darc sounds about 50 years 
older than he looks. 


CONTROL 4.0 


The battle system, despite the full re- 
make it’s received, works seamlessly, and 
you'll learn it in a heartbeat. Although 
everything's in 3D, the camera never dis- 
orients or loses you behind obstacles. 


FUN FACTOR ka 


Though flawed and not very much like 
previous Arc titles (Random battles! In 
an Arc game!), Twilight’s fast-paced fight- 
ing and decent story save it from RPG 
oblivion. Don’t worry—it does pick up 
after the beginning. 


FUN FACTOR 


CONTENT RATED BY 
ESRe 
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SOME PEOPLE CC Gs are too hard these days. They 
claim that developers iscate their games to make players 
buy official hint books... i does this syndrome one better. 


With this game, not only dc | a strategy guide to beat bosses, 
but you also need one to move your character...at all. 


12-SiDED Dice 

Saga is a series well known for its 

originality, and Unlimited: Saga cer- 
tainly...erm...continues the tradition. The story’s divided between seven char- 
acters, and you can go through their tales in any order you'd like. Instead of walk- 
ing around towns and dungeons, you select options from menus and move a 
piece around a map that looks like a twisted version of Risk. As mentioned, 
even basic navigation is difficult in this game— it will take you an hour or two 


before you have any idea how to get anywhere. 


7 


a ES ————— Se 


PROTIP: To discover and unleash very strong com- 
bos, you first need to learn some high-level skills. 
Try chaining three characters together, then stopping 
the reel on a level-three move. 


The most gonzo updates, however, were saved for the battle system. In each turn, you select five 
moves and then unleash them by stopping onscreen reels, using a hold function to launch Saga Frontier—style 
3 —————— combos. This would be simple enough, except that the reels 


gf Hand Over Deliver¥y 4 


Detect Biood 
© 


= } Degeneration 


spin at approximately Mach 3.4. Remember Squall’s Limit Break 

' in Final Fantasy VIII? It’s about 10 times that fast. As a result, 

Seu every battle feels like a trip to Vegas, and even the easiest of 
fights are mentally exhausting. 


4 " 
SaVvilNG THROWS Use tiemental powers to unlock the 


In Unlimited: Saga, the world is quite simply out to get you. ol aeliallal 
= Weapons break often and require regular fixing. You cannot 
PROTIP: Need money? Ty selling leave a dungeon unless you die or complete it. You generally PROTIP: Learning new skills requires more than 
is in the party), or using Fortune Telling Canot refill your life inside a dungeon. To opena simple treasure merely equipping a magic tablet-you must also use 
on treasure chests. chest, you must defuse the trap on it (by stopping a reel in the nn ein RE 


right place) and break the lock (another reel). If you get it wrong, you take 
damage, get attacked, become poisoned, and so forth. The list of cruelties 
goes on and on, and the result is that this Saga is more work than play. 

If you like RPGs that resemble AD&D campaigns and have inhuman 
difficulty levels, then please buy Unlimited: Saga. For normal gamers, the 
outlandish challenge sucks out all the fun almost immediately. Save your 
money for the soundtrack instead—it’s among the prettiest Square’s pro- 
duced on the PS2. J 


Master! Rather 
strange to find you 
at Fugar's party... 


FUN FACTOR 


PROTIP: Laura is the easiest character Rove If you run out of LP, you die. 
to start with. After that, the order of HP is a sort of shield for LP—when it 
difficulty goes like this: Ventus, Ruby, _hits zero, you won't die, but you'll lose 
Judy, Kurt, Armic, and Mythe. LP more easily. 


Developed and published by Square Enix U.S.A. 
$49.99 RPG 
Available June 


| player 


Phantasy Star Online: Episode I & Il 


PHANTASY STAR ONLINE was a delightful dungeon crawl when it first came out on the Dreamcast. 
Choosing from nine character classes, players banded together and fought endless hordes of monsters. 
The dungeons and combat were repetitive, but it was undeniably fun to play with your friends. 

Since then, Phantasy Star Online has been around the block almost as much as Street Fighter Il. Three character 
classes and two dungeons have been added, the level cap is 200 instead of 100, and androids have new toys—but |BRUeIR 


éHalbert +4 
. : spe ‘ » fGigush 
nothing has really changed. However, Xbox Live makes the familiar seem new again. Gone are the days of long pauses [MeWsrniin 


a Lockgun 


5 ie sporhoo 
Om uy) 


els id — 


ren 
i Ba 
teh at a 


as players type messages to each other, as well as the intrusive word bubbles that cluttered the screen. Xbox Live’s 


headset replaces all these old methods of communication. This allows fora PRO@TIP: Good androids should always 
keep a gun on hand to take care of 


much faster pace of gameplay, making this once-sluggish action/RPG a much pesky traps. 


smoother experience overall. 
On every other count, this version is the same as the previous ports. Beyond a few minor tweaks to the back- 
grounds and color schemes, the graphics remain basically unchanged from those of the Dreamcast version. While it 
doesn’t look bad, what was good-looking on the Dreamcast is mediocre by Xbox standards. The controls are also 
unchanged, so you'll spend more time than you'd like wading through menus and cursing the touchy targeting system. 
But even with those minor issues, 
fans of the series will enjoy every hack- 
ing, slashing minute of PSO, talking and 


Poison Lily uh ‘ ath \ 
Attribute:A.Beast ae | 5 A ( 
" n \ 


Lo 
om 


FUN FACTOR 


won mane MES la a on ci ag a 
PROTID- If a Poison Lily paralyzes 
you, get it to spit poison at you—the : od 
poison will override your paralysis. laughing the entire time. G 


Developed by Sonic Team 
"Published by Sega 

$39.99 Action/RPG 
m Available now 4 players 


BY DOM EX MACHINA 
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OLE-PLAYERS REALM 


PREVIEWS 


Final Fantasy Crystal Chronicles 


THE MORE YOU look at Final Fantasy: Crystal Chronicles (Square’s first Nintendo console 
title in years), the more it feels like the second coming of Secret of Mana—a game at its best only when you 
round up another human to play it with. From initial impressions, Crystal Chronicles works much like the 
SNES classic did, rewarding cooperation between multiple players and making the main quest a little more 
difficult if you're all by your lonesome. After choosing characters and races, your FFCC party must embark 
on a series of quests, protected from the dark fog that engulfs the game world by a “crystal cage” that one 
player must carry around at all times. Special items, like 
keys and the cage, are carried right above the character's 
head Zelda-style, so you can’t attack or defend while holding 

the cage...hence the player-cooperation theme. 

This item-carrying system also serves as the basis for some 
basic action/RPG puzzles you'll find along the way—to open a 
gate, for example, you may have to grab a key plate from an 
enemy and carry it over to a nearby plate holder. It’s not Final 
Fantasy XIl, exactly, but it could be exactly what RPG-starved 
GameCube users need 
right now. (Gr) 


Developed by Game Designers Studio 
Published by Nintendo 
Target release date: Fall 2003 


GameCuse 


VF De te 


Pirates of the Caribbean 


IF THESE SCREENS look familiar, it’s because they are. Once 
called Sea Dogs II, Bethesda Softworks’s pirate-centered RPG is 
now the official game of Disney’s blockbuster movie, Pirates of the 
Caribbean. Of course, the game was pretty much done when they 
decided to make that deal, so aside from a few name changes and 
tweaks here and there, it’s pretty much the same game. 

Pirates has you adventuring on land and at 
sea, forging your own tale inspired by the plot 
of the movie. The game doesn’t tie you to the 
movie's story, though; just like in Bethesda’s The Elder Scrolls Ill: Morrowind, you can do any- 
thing you want, whether you long to be a rich trader, a noble navy captain, or a ruthless pirate. 

An early build featured Pirates’ land adventure and sea battles in their full glory, though it had 
yet to be tweaked for difficulty. The coolest thing on display in the demo had to be the ship combat, 
featuring some awesome boarding sequences in which you and your crew board an enemy ship 
and fight it out against the other ship’s crew. Win, and you can plunder the enemy ship or even 
take it as your own, placing one of your officers in charge of the new addition to your armada. & 


Developed by Akella 
Published by Bethesda Softworks 
Target release date: June 
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BALDUR’S GATE \NCE II, the sequel to last 


year’s superb action/K y in the works with an im- 
proved combat system and « iracters, environments, and 
creatures. The game will featur. W playable and customizable 


characters, each with unique powers and abilities that increase 
during the game, and more 


than 40 levels based on the Forgotten Realms campaign setting of 
Dungeons & Dragons. Dark Alliance II will also showcase augmented 
aiming and blocking features, and the ability to switch spells and 

skills faster than before, while an item creation system will enable 
you to create your own magical artifacts to add to the game's all- 

new array of spells, enchanted items, and potions. & 


BY PONG SIFU 


Developed by Black Isle Studios 
Published by Interplay 
Target release date: aS = NO 


Fourth Quarter 2003 
FIRST LOOK 


HETHER OR NOT you've already played Bethesda Softworks’ mesmerizing RPG, you owe it to your- 
self to kick down for Morrowind Game of the Year when it comes out this October. In addition to the 
original award-winning The Elder Scrolls Ill: Morrowind, Bethesda is includ- 
ing two expansion packs previously seen on the PC. The Tribunal ex- 
pansion takes you on a journey to the Clockwork City of Sotha Sil, while 
in Bloodmoon, players fight werewolves on the arctic island of Solsteim. 
Both expansions offer Morrowind veterans new quests, new environments 
to explore, and new creatures to fight. If you’ve never played Morrowind, 


you'll be treated to a ridiculously compelling blend of gorgeous graphics, a 


dizzying level of interactivity, and ee ee Ee 9 > A real college degree, focused 
open-ended gameplay. @ Nagas cage a “PE k, Be Le on advancing technology. 


Available online or on-campus. 


GAME DESIGN 
VIDEO PRODUCTION 
DIGITAL ANIMATION 
NETWORK SECURITY 
E-COMMERCE 
SOFTWARE ENGINEERING 
TECHNOLOGY MANAGEMENT 
MULTIMEDIA 
WEB DESIGN 
DATABASE MANAGEMENT 


Developed and published by Bethesda Softworks 


Target release date: October 
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CONTENT RATED BY 
EsSRBS 


-=Splinter Cell operatives 
will have no problem 
completing missions 
using this step-by-step 
walkthrough of the 
PlayStation 2 version. 
Just be sure you’re 
: not discovered, or all 
‘ knowledge 
of your exis- 

tence will be 


disavowed. 
By Four-Eyed Dragon 


Special thanks to Ubi Soft for 
providing the valuable intel. 


Police Station 1 
CJ Find the ladder and climb it 


C] Crouch to get into the vent 


CJ Climb the pipe to the roof 


CJ Use the zipline to get to the 
building on fire 


CL] Make your way through the 
building and meet your contact 


LJ In the burning hallway, jump to the 
pipe above to avoid falling 


O Meet the NSA con- 
tact (Agent Tomas Gurgenidze) 

CJ Shoot out the skylight windows to 
release the smoke 

Police Station 2 

CJ Find the pipe and shimmy across 


[J Get to the other side of the street 
to get to Agent Blaustein’s balcony 


[] Avoid or kill the Mafioso on 
the balcony 


[J Avoid or kill the one Mafioso inside 


(J Find the black box behind the 
painting in the bedroom 


LJ Get the door code for the balcony 
door from the computer 


C] Find Agent 
Blaustein’s black box 


CJ Input the code on the keypad: 
O91 772 


C) Use the zipline to cross to the 
other side of the roof 


LJ Get down the elevator shaft by 
sliding down the rope 


CJ Open the trap door and get into 
the elevator 

Police Station 3 

CJ] Use the lock pick to open the door 


[J Listen to the conversation between 
the drunk and two guards 


CL] Pass the two guards 


C] Find the computer behind the 
bushes in the courtyard 


[] Use the computer to open the gate 
<< CHECK POINT >> 

CL] Pass the cop patrolling the street 

C] Pass the civilian walking the street 


C] Drop attack the Mafioso under 
the wooden lattice archway 

CI “Wall Jump” on the dumpster and 
climb over the wall 


Police Station 4 
CJ Reach the Police Station 


L] Pass the cops patrolling by the 
prisoners 


e mercenary 
che lab 


1c Camera in the morgue 
Find Agent Blaustein 


«ice Station 5 

CJ Pass the civilian complaining to the 
police officer 

<< CHECK POINT >> 

CI Sneak past the two officers 
working late 

CJ Find the door that leads to the 
surveillance room 

LJ Incapacitate or kill the cop in the 
surveillance room 

O Access the police 
video surveillance system 

CJ Return to the two front doors 
inside the precinct 


CO . :: Meet Jr. Wilkes in 
front of the Police Station 


Defense Ministry 


Defense Ministry 1 

[J Rappel down the wall to the 
window and enter the building 

C] Take out the guard or find a place 
to hide from him 


CJ Time the patrols of the two 
guards and pass them 

CL] Find the stairwell and make your 
way down to the garage 

[) Destroy the cameras 

CJ In the parking garage, interrogate 
the driver 

O Find and interrogate 
Grinko’s driver 


CJ Go back up the stairwell, move 
through the hallway, and then 
enter the room 

[J Destroy the camera and move 
into the ceiling vent 


Defense Ministry 2 

(1 Enter the kitchen 

[) Wait until the guard finishes 
talking to the cook 

LJ Pass the cook by using a nearby 
distraction object 

CL) Take out the guard by sneaking up 
on him after he’s done patrolling 

[J Take out the second guard in 
the main hall from behind or by 
dropping on him 

LJ Interact with the computer to 
remove the laser grid 

CL] Grab and force the colonel to 
the retinal scanner, and use him 
to make the door open 
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C1 Shoot out the car 
to the inner court, 

C1) Laser mic the conv 
glass elevator 

1) Objective e: Grinko sv 

C) Get to the entrance of the 
wing by staying in the shadow. 
hiding from the guards patrolli._ 
the area 

[) Climb the ivy to get to the window 


Defense Ministry 3 

C] Hide from the patrol coming 
out of the elevator, then use it 
to reach the fifth floor 

CI Avoid being seen by the camera 
when getting out of the elevator 

[J Go into the office and climb up 
into the ceiling vent to enter the 
restricted area 

CJ Avoid sounding an alarm when 
getting out of the vent by shoot- 
ing the camera or finding cover 
from it as soon as you land 

C1 Find the supply room that gives 
you access to the roof 

CJ Rappel from the roof down to 
Nikolade’s office —kill the guard 


C) Access Nikolade’s computer 
C) Objective 3: Access Nikolade’s 
hard drive 


C) Kill the guards that rush into the 
office or hang from the window 
ledge to avoid them 


CJ Access the computer again to 
complete the data transfer 


<<< CHECK POINT >>> 
C] Find the stairwell 


CJ Avoid combat with the guards by 
moving in dark areas or staying 
hidden in the shadows 


(1) Slide down the pipe leading to the 
parking garage 
C] In the parking garage, stay in the 


shadows and behind the pillars, 
or kill the lone guard 


[I Meet Wilkes for extraction 
0) Objective 4: Extraction 


Oil Refinery 


Oil Refinery 1 
CJ Climb the vertical pipe 


CJ Shimmy over the barrier 
CJ Jump to catch the ledge 

<<< CHECK POINT >>> 
C1) Slip down the zipline 


CJ Climb up the vertical pipe to the 
main oil line 


C] Navigate the oil pipe 
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Oi Refinery 2 

C) Climb the ladder and open the 
trap door 

CL] Find the beam over the water that 
will get you to the cat walk 


Oil Refinery 3 


1) Objective |: Trail the mercenary 
technician 


C1) Follow the group at a good distance 
so you won't be seen 


<<< CHECK POINT >>> 
CJ Activate machinery that will make 
noise and attract the guard 
C1) Stay covered when the group 
walks in front of you 
<<< CHECK POINT >>> 
CJ Shimmy the pipe that goes 
through the window 
CJ Objective e@: Access the data hub 
C1 Kill the guard who is in the room. 


Hang and shoot, or drop quietly 
and attack 


LJ Knock out the guard who runs 
down the stairs 


C1) Kill the preoccupied guards or 
sneak around them on the roof 


[1] Go down the staircase that leads 
to the docks 
C1) Objective 3: Take the techni- 


cian’s computer 


CIA HQ 


fab iti 
Rese 


CIA HQ 1 
C1 Locate the code for the CIA 
Server door 


C1 Kill or try to avoid the guard 
located in control room 


C1 Kill or try to avoid the guard 
located in the room in front of 
the CIA Server window 

LJ Sneak by the two agents 


[J Find the code for the Technical 
Services room 


[J Quickly sneak by the CIA mainte- 
nance worker 


C) Enter the Technical Services room 


CJ Input the code on the keypad: 
7687 


C1) Sneak through the Technical 
Services room 


<<< CHECK POINT >>> 
C] Input the code on the keypad: 
110598 


C1) Enter into the Backup Battery 
power room 


C) Retrieve the F2000 rifle 
C} Destroy the camera 


CIA HO 2 
C) Sneak by the agents 


C] Sneak by the CIA bureaucrat in 
the window and avoid the guard 
QO) Enter the CIA Server room 
<<< CHECK POINT >>> 


CJ Inside the CIA Server room, 
sneak by the agents 


C) Input the code on the keypad: 
2019 


C) Destroy the camera 
QO) Objective |: Access the CIA’s 
internal server 
CO) Sneak around, or kill the guard 
<<< CHECK POINT >>> 
CJ Pass the one guard 
C) Shoot the light to attract the 


guard outside of his post, then 
move in behind him 


L] Input the code on the keypad: 
110700 
[1 Enter the Weapons Testing room 
<<< CHECK POINT >>> 
LC) Avoid the agents coming out of 
the elevator 


LJ Sneak by the CIA bureaucrats in 
the rooms 

01 Picklock the door while the 
camera is not fixed on you 

CJ Take flares and operate the turrets 

C) Enter and use the elevator 


CIA HO 2 

CL] Sneak by the three agents in the 
radio room by walking behind the 
control console 


CI Find Dougherty’s office 508 

CL] Wait for Dougherty to get out of 
his office 

O) Objective e: Access Dougherty’s 
computer 


C1 Follow Dougherty 
<<< CHECK POINT >>> 
CJ Find an alternative path to catch 
up with Dougherty 
(1 Sneak by the three bureaucrats and 


an armed agent in the auditorium. 
Also, avoid the projection light 


C] Wait for Dougherty to end his 
discussion with his co-worker 


C) Let Dougherty enter the code on 
the keypad, and then either follow 
him while the door is still open, 
look at the keypad with the thermal 
goggles, or find the code in the lap- 
top in the adjacent room 


C1 Input the code on the keypad: 
0614 


CIA HO 4 

0) Objective 3: Kidnap Dougherty 

0) Get out of the building, sneak by 
the guards, and then find a way 
off of the roof 

CJ Carry Dougherty down to the 
second roof 

<<< CHECK POINT >>> 

CJ Sneak by the guard, maintenance 

worker, and camera 


U1 Sneak by the two guards outside 
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[C1] Carry Dougherty down to the 
street level, all the way to the van 


QO) Objective 4: Extract Dougherty 


Kalinatek 


Kalinatek 1 
C1 Find the door 


C Take out the two guards 


LI Move to the second floor 

C) Incapacitate the three guards 

LI Pass through the window and 
jump to the crane 

C) Hand over hand the guide wire 


Kalinatek 2 

CJ] Jump to the top of the building 

CL] Rappel down the wall, enter 
through the roof window, and 
enter the building 

CJ Take the guard down in front of 
the door 

C1) Avoid the main hallway with the 
metal detector 

CJ Kill the guard 

<<< CHECK POINT >>> 

CJ] Take out the patrolling guard 

C) Shoot the wall mine to kill two 
guards coming your way 


C) Enter the next room by crouch 
walking 


Kalinatek 3 

C] Take out the two guards located 
in the room 

C1 Take out the two guards in the 
hallway 

O1 Objective |: Deactivate the wall 
mines (to deactivate the mines, 
press the action key when the 
light is green) 

<<< CHECK POINT >>> 
C1) In 2:30, get to where the bomb is 


by running—you’ll make the wall 
mines explode 

CJ Input the code on the keypad: 
33575 

O) Objective e&: Disarm the bomb 
planted in the storage room (to 
enter the room where the bomb 
is located, you first have to pick- 
lock the door, then you can inter- 
act with the bomb) 


<<< CHECK POINT >>> 
CL Kill the three guards patrolling 
the auditorium 


CL) Hide from or kill the three troops 
in the basement 


0) Interact with the breaker 
<<< CHECK POINT >>> 
QO) Objective 3: Restore power to 
the fire door 7 
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C] Search for the memory stick for 
the keypad 

[J Input the code on the keypad: 
1250 


Kalinatek 4 

[] Avoid or combat the three guards 

[] Watch out for the guard patrolling 
near the infirmary 


[J Enter the server room. Knock or 
kill the guard who is trying to open 
the fire doors 


[J Use the computer 
CJ Objective 4: Access Kalinatek’s 
fire emergency system 
<<< CHECK POINT >>> 
C1 In the cafeteria, hide from or fight 


the two guards. Then enter the 
vent shaft that leads to Ivan 


(J Kill the guard before he kills Ivan 
oO Objective 5: Find lvan 

1 Use the elevator to access the 
roof for extraction 


Kalinatek 5 
[J Shoot the barrel to eliminate the 
three guards 


C] Objective G: Clear the roof of 
Georgian mercenaries 


[J Climb and jump to get to the 
other room 


[1] Engage the two guards 

<<< CHECK POINT >>> 
[) Combat the three guards 

<<< CHECK POINT >>> 
C] “Take care” of the three guards 


Kalinatek 6 
C] Take out the one guard 


C) Hide from the three guards pa- 
trolling. When they stop, you can 
grab one and use him as a human 
shield to kill the others 

[J Shoot the wall mine when the 
guard is patrolling near it 


<<< CHECK POINT >>> 


- Oo Climb on to the catwalk, then 


shoot the barrel when all the 
guards arenearit 


| CL] Kill the two guards 


C1 Snipe the last guard who is trying to 
get on the roof to shoot the Osprey 


1 Jump into the Osprey for extraction 


Nuclear 
Power Plant 


f A 
x Saad | on __ BACAR. “78 2 
iw rhe te u ain for Oxte action } 


de Power Plant 1 
_ (1 Find the best way to get out of 


_ the water pump building 
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CJ Time a drop attack on the guard 
with the camera. Hide the body 

C) Get outside of the building. Time 
your exit with the roaming patrol 

C] Shoot the gas tank valve to kill the 
two guards 

<<< CHECK POINT >>> 

C] Find the pipe that will get you to 
the next level of the building 

[J] Make your way up to the roof, 


while trying not to be detected 
by the searchlight 


C] On the roof, take out the guards 
and destroy the camera 


CL] Find the ledge that will get you 
down the elevator shaft 


Nuclear Power Plant 2 


C1) Listen to the conversation as you 
ride the elevator down 


<<< CHECK POINT >>> 
CJ Make it down the hall to the open 
grate, avoiding civilians and cameras 
CO) Make your way to the shaft room 


and avoid the cameras by using 
the camera jammer 


<<< CHECK POINT >>> 


CO) Objective |: Obtain the cooling 
rod access code from the merce- 
nary technician 


CL] Navigate the hallways with the two 
cameras and working civilians 
<<< CHECK POINT >>> 


CJ Input the code on the keypad: 
560627 


CJ Trigger the four switches 


(J Find the doors that opened at 
the beginning of the map when 
you triggered the meltdown 


CO) On the stairwell, kill the guard 
who investigates the meltdown 


Nuclear Power Plant 3 


C] Take the route around the turrets 

LJ Take out the guards 

O1 Objective 2: Retrieve flash RAM 
from the mercenary technician 

U1 Find the vent past the turrets 

01 Disable the turret IFF component 
to take out two incoming guards 


C) Input the code on the keypad: 
151822 


<<< CHECK POINT >>> 
CJ Roll past the turret 
<<< CHECK POINT >>> 


CO) Take out the two guards in the 
control room by shooting out the 
light and then using night vision 
to liberate them individually 

O) Objective 3: Sneak into the 
room with the mercenary tech- 
nician, take him out, and then 
access the computer 


Nuclear Power Plant 4 


CL] Sneak over the vent to get to the 
train, or shoot the barrels to take 
out the patrolling guards 


OO Input the code on the keypad: 
79502 


<<< CHECK POINT >>> 


O Take out the two guards 


0) Objective 4: Reach the train 


nlm 


Chinese Embassy 1-1 
CL] Find and travel through the alley 


LI Hide in a safe place so you won't 
be detected by the guard 


C1 Go from shadow to shadow to 
avoid being detected 


O Get on the scaffold to avoid 
being detected 
XO Walk slowly to avoid making noise 
CJ Use the zipline 
<<< CHECK POINT >>> 


[1 Hand over hand the pipe to cross 
the street and avoid being seen 


[J Get down and hide (use the sticky 
camera to monitor the patrol) 
L] Cross the road to the manhole 


C] Enter the manhole 


Chinese Embassy 1-2 
C) Hide in the alcoves from guards 
C1) Time your exit out of the sewer 
by avoiding the guard 
<<< CHECK POINT >>> 


L] Climb the scaffold, grab a pipe, 
and then jump to enter into the 
building 

<<< CHECK POINT >>> 

C) Find your way to the roof of 

the building 


0 Objective 1: Meet NSA contact 


CL] Avoid being seen by the guard 
C) Climb the ladder and go in 
the building 
C1) Throw objects to distract the — 
guards on the balcony 
<<< CHECK POINT >>> 


LI Use the zipline to the other side 
of the street 


L] Use the shadow of the guard to 
move further in the alley 


Chinese Embassy 1-4 
L] Follow the truck to the embassy 
gate while avoiding the patrols 


L] Get inside the embassy grounds 
while the truck is at the gates, be- 
ing careful not to alert the guards 

[] Make your path by using shadows 
for cover, shooting out lights, and 
avoiding the dogs 

<<< CHECK POINT >>> 


uo Use de Penal gosees t ( 


| oO Find the hatch in the floor — 


INTER. aoe AS 


ot in the shadows 

o record the incrimi- 

rsation 
ie first part of the dis- 
1 using the laser mic 
ective e@: Laser-mic the 

mbassador’s office 

1 Objective 3: Trail Kong Feirong 

CJ Sneak your way to the other side 

of the garden using the shadows. 


Use a distraction object if needed 
to make a guard leave his post 


C) Objective 4: Extraction (by car) 


Abattoir 


Abattoirt 
[J Sneak by the guards 
<<< CHECK POINT >>> 
CJ Use the thermal goggles to detect 
the land mines. Try to avoid the 
spotlights 
<<< CHECK POINT >>> 


CI] Find the place to wall bounce to 
get to the roof 


C] Sneak across the roof without 
making noise. Fight the guards if 
they’re alerted 


QO) Objective 1: Destroy the broad- 
cast antenna 

[) Quietly land to avoid alerting guard 

C] Find door access 


C] Input the code on ne nia 
TIO2Z15 


| Abattoir 2 
LJ Rappel down the building 


Chinese Embassy 1-3 


the two soldiers | 


[J Shoot the two guards from the : 
vent before dropping down 


<<< CHECK POINT >>> 
CL] Use the thermal goggles to kill 
the two guards 


CI] Use the thermal goggles to kill — 
the next two guards 


CJ) Climb over the machinery to 
dodge the turret 


[J Use the thermal goggles to get 
rid of the guard 
C] Hand over hand the ceiling beam 
to dodge the turret | 
<<< CHECK POINT >>> 
C) Use the thermal goggles t to kill the 
three guards — 
CJ Find the vent and crouch to : 
into it 


2 o Kil the sand od 
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Abattoir 3 
QO Take care of the th 
CI Use timing to dodg. 
<<< CHECK POI 
C) Kill or avoid the two gu. 
<<< CHECK POINT > 
QO) Objective 3: Locate the hostages 
QO) Objective 4: Defend the prison- 
ers from the troops 
C] Find the prisoners 


C] Find a path to get behind the tur- 
ret or roll past it 


C] Use precise timing to dodge the 
two turrets 


CL] Find the path to the area between 
the two turrets that are guarding 
the prisoners 

0) Objective 5: Talk to Long Dan 

<<< CHECK POINT >>> 


C) Program the turrets to help with 
your defense 


O) Objective 6: Kill Grinko 


Chinese Embassy 2 


Chinese Embassy 2-1 
CJ Sneak past the chef and find the 
ladder next to the floor 


<<< CHECK POINT >>> 
C) Kill the guard in the room 


CJ Climb the pipe to the zipline 

C1) Shimmy past the windows without 
letting Feirong see you 

[J Sneak into the gap between the 
walls. Jump down into the room 

OQ Kill the guard in the room 

CL] Move with your back to the wall 
and then jump to the pipe 

<<< CHECK POINT >>> 


CJ Kill the two guards who were 
destroying the computers 

CO] Objective 1: Access the 
Embassy's server 


Chinese Embassy 2-2 
C] Climb the stairs, turn off the 
light, and then grab the first 
guard. Shoot the camera, and 
kill the other guard 
<<< CHECK POINT >>> 
C] Sneak by the sleeping guards 


C] Use your thermal goggles to deci- 
pher the code on the keypad 

CJ Input the code on the keypad: 
1436 


CJ Jump and pull yourself on top of 
the shelf to get behind the turret 
in the main hall 
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C] Pull yourself up the wall behind 
the turret on the second level 


C] Jump up to the pipe behind the 
large flags to get over to the 
other side of the hall 


CJ Stealthily jump off the pipe at the 
right moment to gain access to 
the retinal scanner room 


O Grab the soldier or just sneak in 
after he opens the door 


C Jump out of the window and into 
the courtyard 


Chinese Embassy 2-3 

C] Sneak through the water under 
the bridges to avoid the guards 
and dogs 


CJ Snipe the guard and camera 
guarding the door 
<<< CHECK POINT >>> 
[) Sneak through the warehouse 


C Input the code on the keypad: 
9753 


C) Take care of the three guards 
L] Destroy the two cameras 


C] Climb the boxes and shelves to 
get to the catwalk 


CJ After the cinematic, run downstairs 
and continue moving until you get 
a clean shot of the gas tanks. Shoot 
the fuel tank, and ignite the puddle 
as the truck drives away 


C) Objective 2: Destroy the 
nuclear material 


[] Find the hatch to the steam tunnels 
Chinese Embassy 2-4 


CJ Follow the colonel as he opens a 
series of keypads to get to Feirong 


C] Input the code on the keypad: 
1456 


CJ Input the code on the keypad: 
1834 


CJ Input the code on the keypad: 
7921 


CO) Objective 3: Avoid Feirong’s 
drunken shots, and grab him 
when he takes a drink. Make 
him access the computer 


CJ Find the path outside for extraction 


CJ Slide open the window and climb 
out of the Embassy 


Presidential 
Palace 


peanepenes 
poepebeene 


Presidential Palace 1 
CJ Kill or avoid the guard 


C1] Rappel down the cliff 
C1) Avoid the lasers and wall mine 
<<< CHECK POINT >>> 


CL] Kill or avoid the guard and dog 


LC] Navigate the hedge maze and use 
the camera jammer to avoid the 
cameras 


C] Input the code on the keypad: 
2126 


C] Find the window to the basement 
and open it 


Presidential Palace 2 


C] Use your thermal goggles to see 
the laser beams. Stay quiet to 
avoid patrolling guards 


C1 Kill or avoid the two guards 
C) Kill the next guard 
LJ Jump to the banisters to pass over 
the laser beams 
<<< CHECK POINT >>> 


CJ Stay quiet as the two guards patrol 
past you 

[J Get the code for the door from 
one of the soldiers 


CL] Input the code on the keypad: 
70021 


<<< CHECK POINT >>> 
C) Kill or avoid the three guards 
LJ Shoot out the light and avoid the 
surveillance camera 
<<< CHECK POINT >>> 
C] Wall bounce to catch the ledge and 
then shimmy over the laser beams 


Q) Kill or avoid the guard 

QO) Objective 1: Retrieve the Ark 
Interrogation File 

C) Sneak past the guard 


Presidential Palace 3 
CJ Sneak past the guards and go to 
the area under the stairs 


<<< CHECK POINT >>> 

L] Fight your way out of the library 
<<< CHECK POINT >>> 

C) Objective 2: Sneak up and grab 


Nikoladze. Use him to access the 
retinal safe 


LJ Don’t move while you’re being 
surrounded. Wait for a communi- 
cation from Lambert 


C) After all the lights go off, you'll 
have a couple of seconds to take 
out the guards closest to you, 
then hide before the rest of them 
switch to thermal vision. Finish 
the troops off. 


LJ Input the code on the keypad: 
66768 
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Presidential Palace 4 
CL] Get out of the basement and find 
the wrecked doors leading to a 

courtyard 
C Stay in the shadows and go around 
the courtyard to reach the pipe 
leading up to the next floor. Knock 
the guy out silently from behind 
UO) Objective 3: Use the laser mic 
to identify which shadow is Niko- 


ladze’s own, then snipe him using — 
thermal vision to help 


CI Shoot out the lights and get out 
of the courtyard. Go through 
the door from which a guard 
just opened 

L Try to stay hidden from the three 
guards sweeping the kitchen area 


CO Exit the palace 


Appendix— 
Keycode 


Police Station 


* Agent Blaustein’s apartment: 
091772 


CIA HQ 


* Technical Services room: 7687 

* Backup Battery room: 110598 
* Main erver room: 2019 

* Weapons Testing room: 110700 
* Smoking room: 0614 


Kalinatek 
* Door |: 33575 


* Door 2: 1250 


Nuclear Power Plant 
* Door |: 560627 


* Door 2: 151822 
* Door 3: 79502 
Abattoir 

¢ Door |: 770215 


Chinese Embassy 2 
* Door |: 1436 


* Door 2: 9753 
* Door 3: 1456 
¢ Door 4: 1834 
* Door 5: 7921 


Presidential Palace 
* Gate door: 2126 


* Corridor door: 70021 
* Library door: 66768 (Gr 
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Submit your hottest Code Vault tips! Each month, t “ae tips to: 
amePro magazin 


reader with the winning fip receives a product from Code:Mault 
Capcom, which features such high-quality games as Ce eee ceaan ot 
Capcom vs. SNK 2 EO for the Xbox! | ARE COT 


Runners-up receive a GamePro T-shirt. 


Omar: Press O, O, LJ, A, A. 
Opal: Press O, O, LU, U, A. 


DEF JAM VENDETTA 


Unlock Fighters 
ait acta aoe pric gp yes: Peewee: Press x, x, LJ, A, UL. 
enost HGHTEFR NN PLAYER TSILECT “rou WS (WADING 

Vv ee ne . Peewee (Alternate Costume): Press x, A, A, U1), O. 
Penny: Press <, <, <, A, O. 
Pockets: Press A, LJ, O, L], X. 
Proof (Alternate Costume): Press x, (1), A, UJ, O. 
Razor: Press A, LJ, A, O, X. 


at. Razor (Alternate Costume): Press L), O, x, A, A. 
Enter Battle mode, and at the Choose Fighter screen, simultaneously press Redman: Press O, O, A, , x. 

and hold LI, L2, Rl, and R2, and then enter the following codes to unlock 

the corresponding fighters. If you entered the code correctly, the unlocked  Ruffmeck: Press x, LU, x, A, O. 


fighter will appear at the fighter menu. Ruffneck (Alternate Costume): Press CL), O, A, x, U. 
Arii: Press x, LJ, A, O, U2. Scarface: Press O, L], x, A, U. 
Briggs (Alternate Costume): Press x, A, O, LU], O. Sketch: Press A, A, O, 0, x. 


Briggs (Alternate Costume): Press x, A, LJ, X, O. Snowman: Press A, A, x, x, O. 
Carla: Press x, LJ, X, X, X. 
Chukklez: Press L], LJ, A, <x, O. 
Cruz: Press O, A, X, X, O. 
Dan G: Press X, O, X, O, U. 
Deebo: Press ©, O, <, X, A. 
Deja: Press ©, UL, O, O, x. 
D-Mob: Press L], A, O, X, O. 
DMX: Press O, X, O, A, U1. 
Drake: Press A, LJ, O, X, X. 
Drake (Alternate Costume): Press x, A, A, O, O. 
Funkmaster Flex: Press ©, A, ©, O, U1. 
Headache: Press A, A, A, LU], ©. 


Spider (Alternate Costume): Press —], A, x, U, ©. 
Steel: Press <, A, O, O, A. 
Tai: Press O, O, UL, X, O. : 


Zaheer: Press A, A, L], X, X. 


Pat Christman—Palm Coast, FL 


Blurry Effect, Monkey Head Gems, and 
Tunnel/Tempest Style Mode 


House: Press A, x, A, O, X. 
Iceberg: Press LJ, A, O, LI, O. 
Ludacris: Press O, O, O, LU, A. 
Manny (Alternate Costume): Press ©, 1), O, UO, O. 
Masa: Press X, O, A, UO, UO. 

Method Man: Press L], O, x, A, O. 

Moses: Press A, A, L], L1, x. 

N.O.R.E.: Press O, LJ, A, x, O. 


Nyne: Press 1], O, X, x, A. 


If you entered the code correctly, the cheat will either take effect when you 
resume the game or when you begin the next stage. 


Biurry Effect: Press R3, R3, R3, R3, L3, L3, L3, L3, R3. 
Monkey Head Gems: Press L3, L3, L3, L3, R3, R3, R3, R3, L3. 
Tunnel/Tempest Style Mode: Press L3, L3, L3, R3, R3, R3, L3, R3, L3. 


Note:This cheat only works at Tunnel stages; enter it again to activate Tempest mode. 
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METHOD Pes 


Select Battle mode, and at the Choose Fighter screen, simultaneously 


press and hold L, R, and Z, and then enter the following codes to unlock 


the corresponding fighters. If you entered the code correctly, the unlocked 


fighter will appear at the fighter menu. 

Arii: Press A, Y, B, X, Y. 

Briggs (Alternate Costume): Press A, B, X, Y, X. 
Briggs (Alternate Costume): Press A, B, Y, A, X. 
Carla: Press A, Y, A, A, A. 

Chukklez: Press Y, Y, B, A, X. 

Cruz: Press X, B, A, A, X. 

Dan G: Press A, X, A, X, Y. 

Deebo: Press X, X, A, A, B. 

Deja: Press X, Y, X, X, A. 

D-Mob: Press Y, B, Y, A, X. 

DMX: Press X, A, X, B, Y. 

Drake: Press B, Y, X, A, A. 

Drake (Alternate Costume): Press A, B, B, X, X. 
Funkmaster Flex: Press X, B, X, X, Y. 
Headache: Press B, B, B, Y, X. 

House: Press B, A, B, X, A. 

Iceberg: Press Y, B, X, Y, X. 

Ludacris: Press X, X, X, Y, B. 

Manny (Alternate Costume): Press X, Y, X, Y, X. 
Masa: Press A, X, B, Y, Y. 

Method Man: Press Y, X, A, B, X. 

Moses: Press B, B, Y, Y, A. 

N.O.R.E.: Press X, Y, B, A, X. 

Nyne: Press Y, X, A, A, B. 

Omar: Press X, X, Y, B, B. 

Opal: Press X, X, Y, Y, B. 

Peewee: Press A, A, Y, B, Y. 


Peewee (Alternate Costume): Press A, B, B, Y, X. 


Penny: Press A, A, A, B, X. 

Pockets: Press B, Y, X, Y, A. 

Proof (Alternate Costume): Press A, Y, B, Y, X. 
Razor: Press B, Y, B, X, A. 

Razor (Alternate Costume): Press Y, X, A, B, B. 
Redman: Press X, X, B, Y, A. 
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Ruffneck: Press A, Y, A, B, X. 


Ruffneck (Alternate Costume): Press Y, X, B, A, Y. 


Scarface: Press X, Y, A, B, Y. 

Sketch: Press B, B, X, Y, A. 

Snowman: Press B, B, A, A, X. 

Spider (Alternate Costume): Press Y, B, A, Y, X. 
Steel: Press A, B, X, X, B. 

Tai: Press X, X, Y, A, X. 

Zaheer: Press B, B, Y, A, A. 


TOM CLANCY’S SPLINTER CELL 
Unlock All Levels 


Start a game, and at the Profile Name screen, enter !LAMAUDITE! as a 
profile name. If you entered the code correctly, all levels will be available at 


the Load Level screen. 


a 


Adjust Difficulty Level, and Machine Gun and Rockets 


; — — 
At the main menu, highlight “Options Mode,” highlight ‘ ‘Option: Controller,’ 
and then press Left to scroll over to Option: Cheat Code. Select Option: 
Cheat Code, and at the Option: Enter Cheat Code screen, enter the follow- 
ing codes to unlock these cheats. If you entered the code correctly, it will 
disappear when you select Accept on the keypad. 


Note: Passwords are case-sensitive. 


Difficulty Level 0: howhardcanitbe0O 


Difficulty Level |: howhardcanitbel 
Difficulty Level 3: howhardcanitbe3 
Difficulty Level 5: howhardcanitbe5 
Difficulty Level 7: howhardcanitbe7 
Difficulty Level 9: howhardcanitbe9 


Machine Gun and Rockets: savethekids 


Gil G 


LYE 
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Team-—Pinto: Press X, X, Y, Right. 
Team—Rivera: Press X, X, Y, Y, B, B, 
Team—Rodeo Clown: Press X, Y, Y, Y. 


MLB SLUGFEST 20-04 


Log Bat, Unlimited Turbo, and More 


© TODAY'S MATCH-UP — \_ TODAY'S MATCH-UP 


Team-—Scorpion: Press X, Y, B, B, D 
Team—Subzero: Press X, Y, Y, B, B, 
Team-—Terry Fitzgerald: Press X, X,..,.., Y, Y, B, B, B, Right. 
Team—Todd McFarlane: Press X, X, Y, Y, B, B, Right. 

Tiny Head: Press X, X, Left. 

Unlimited Turbo: Press X, X, X, X, Y, Y, Y, Y, B, B, B, B, Down. 


' Wiffle Bat: Press B, B, B, B, Right. 
to change the Midway icons and unlock these cheats. If you entered the code : 
correctly, the name of the cheat will appear onscreen. | 


16” Sohbalt: Press X, X,Y, ¥, ,¥, B, B, Down. re 


Big Head: Press X, X, Right. invulnerability and Unlock Bonus Materials 


Start a game, and at the Today’s Match-Up screen, enter the following codes 


Blade Bat: Press B, B, Up. 


; s ear: 
TRAIN HENY 


Bone Bat: Press B, Up. Poe . oe 
Disable Cheats: Press X, Y, B, Down. ont 
Ice Bat: Press B, B, B, Up. 

Little League: Press X, B, Down. 
Log Bat: Press B, B, B, B, Up. 


q Mace Bat: Press B, B, B, B, Left. invulnerability: At the Main Menu, simultaneously press and hold LI, 
i Max Batting: Press X, X, X, Left. L2, RI, and R2 for five seconds until the Magic Codes submenu appears. 
Highlight “Invulnerability;’ press and hold x, enter MONSTROUS as a code, 
and then press L] to confirm the code. If you entered the code correctly, 
Max Speed: Press B, B, B, Left. you'll be invulnerable when you begin a game. 


Max Power: Press Y, Y, Y, Left. 


More Time for Codes: Press X, X, X, B, B, B, Up. Unlock Bonus Materials: At the Main Menu, simultaneously press and 
hold LI, L2, RI, and R2 for five seconds until the Magic Codes submenu 
appears. Highlight “Bonus E,” press and hold X, enter OBLIVION as a code, 
Spike Bat: Press B, B, B, B, B, Up. press L] to confirm the code, and then press A to return to the Main Menu. 
Stadium—Atlantis: Press X, X, X, Y, Y, B, Left. Select Bonus Materials, and if you entered the code correctly, you'll return to 


the Bonus Materials screen, where more bonus materials will be available. ( 
Stadium—Coliseum: Press X, X, X, Y, Y, Y, B, B, B, Up. 


Stadium—Empire Park: Press X, X, X, Y, Y, B, Right. 
Stadium—Forbidden City: Press X, X, X, Y, Y, Y, B, B, B, Left. 
Stadium—Midway Park: Press X, X, X, Y, Y, B, Down. = 
Stadium—Monument: Press X, X, X, Y, Y, Y, B, B, B, Down. 4 ee “ 
Stadium—Rocket Park: Press X, X, X, Y, Y, B, Up. abana 
Team—Alien: Press X, X, Y, Y, Y, B, Down. 
Team—Bobble Head: Press X, Y, Y, Y, B, B, B, Down. ae , 
Team—Casey: Press X, X, Y, Y, Y, B, B, B, Down. ET comer 


Rubber Ball: Press X, X, Y, Y, Y, Y, B, B, Up. 


Team—Dolphin: Press X, B, B, Down. 


f 


Team—Dwarf: Press X, B, B, B, Down. Pause the game and then enter the following codes to unlock these cheats. 


you entered the code correctly, the controller will vibrate. 

Big Ball: Press LI, L2, LI, L2, Up, Right, Down, Left. 

Big Bodies: Press Up, Down, Left, Right, LI, L2, R2, RI. 

Big Heads: Press Up, Left, Down, Right, Up, Right, Down, Left. 
Developer Names: Press RI, R2, Right, Right, Left, Left, L2, LI. 
Fast Players: Press Left, Right, Right, Left, LI, Rl, Rl, LI. 

No Bodies: Press RI, R2, RI, R2, Up, Down, Left, Right. 

Slow Players: Press Left, Left, Right, Right, R2, R2, L2, L2. 

Small Heads: Press Up, Down, Up, Down, RI, RI, LI, LI. 


Team-—Eagle: Press X, X, Y, B, B, Right. 

Team—Evil Clown: Press X, X, Y, B, Down. 
Team—Gladiator: Press X, Y, B, B, B, Down. 
Team—Horse: Press X, X, Y, B, Right. 

Team-Lion: Press X, X, Y, Y, Right. 
Team—Minotaur: Press X, Y, Down. 
Team—Napolitano: Press X, X, Y, Y, Y, B, B, Down. 
Team—Olshan: Press X, X, Y, Y¥, B, B, Down. 


phi 


GAMEPRO JULY 2003 118 WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM 


~ ai 


« TODAY'S MATCH-UP — 
y SS : Via ; ae 


4)| 


Start a game, and at the Today’s Match-Up screen, enter the following codes 
to change the Midway icons and unlock these cheats. If you entered the code 
correctly, the name of the cheat will appear onscreen. 


16” Softball: Press B, B, Y, Y, Y, Y, X, X, Down. 

Big Head: Press B, B, Right. 

Blade Bat: Press X, X, Up. 

Bone Bat: Press X, Up. 

Disable Cheats: Press B, Y, X, Down. 

Ice Bat: Press X, X, X, Up. 

Little League: Press B, X, Down. 

Log Bat: Press X, X, X, X, Up. 

Mace Bat: Press X, X, X, X, Left. 

Max Batting: Press B, B, B, Left. 

Max Power: Press Y, Y, Y, Left. 

Max Speed: Press X, X, X, Left. 

More Time for Codes: Press B, B, B, X, X, X, Up. 

Rubber Ball: Press B, B, Y, Y, Y, Y, X, X, Up. 

Spike Bat: Press X, X, X, X, X, Up. 

Stadium—Atlantis: Press B, B, B, Y, Y, X, Left. 

Stadium—Coliseum: Press B, B, B, Y, Y, Y, X, X, X, Up. 

Stadium—Empire Park: Press B, B, B, Y, Y, X, Right. 

Stadium—Forbidden City: Press B, B, B, Y, Y, Y, X, X, X, Left. 
: Stadium—Midway Park: Press B, B, B, Y, Y, X, Down. 

; Stadium—Monument: Press B, B, B, Y, Y, Y, X, X, X, Down. 
Stadium—Rocket Park: Press B, B, B, Y, Y, X, Up. 
Team—Alien: Press B, B, Y, Y, Y, X, Down. 

Team—Bobble Head: Press B, Y, Y, Y, X, X, X, Down. 
Team—Casey: Press B, B, Y, Y, Y, X, X, X, Down. 
Team—Dolphin: Press B, X, X, Down. 

Team—Dwarf: Press B, X, X, X, Down. 

Team—Eagle: Press B, B, Y, X, X, Right. 

Team-—Evil Clown: Press B, B, Y, X, Down. 

Team—Gladiator: Press B, Y, X, X, X, Down. 

Team—Horse: Press B, B, Y, X, Right. 

Team-—Lion: Press B, B, Y, Y, Right. 

Team—Minotaur: Press B, Y, Down. 

Team—Napolitano: Press B, B, Y, Y, Y, X, X, Down. 

Team—Olshan: Press B, B, Y, Y, X, X, Down. 
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Team-—Pinto: Press B, B, Y, Right. 
Team-Rivera: Press B, B, Y, Y, X, X, Up. 
Team—Rodeo Clown: Press B, Y, Y, Y, X, X, Down. 


Team-—Scorpion: Press B, Y, X, X, Down. 

Team—Subzero: Press X, Y, Y, X, X, Down. 

Team-—Terry Fitzgerald: Press B, B, B, Y, Y, Y, X, X, X, Right. 
Team—Todd McFarlane: Press B, B, Y, Y, X, X, Right. 

Tiny Head: Press B, B, Left. 

Unlimited Turbo: Press B, B, B, B, Y, Y, Y, Y, X, X, X, X, Down. 
Wiffle Bat: Press X, X, X, X, Right. 


Unlimited Ammo, Unlock Spanky, and More 


— 
‘MeNK) PAUSED = ee | 
=*7 acer 
YOrAt Timer 
: TORPORATION HWIII¢ 
Mu GANG wHIES 
MESTION # 
THE FYECUTIVE IS HANGING 
AROUND IN YME Car PARK, KILL 
MIM? . 


OPTIONS ¢ 
* peruRM 


wrrecr 


ANMAT7 
AMMO 0 


" AM47 
| AMMO 100 


Pause the game and then enter the following codes to unlock these cheats. If 
you entered the code correctly, the name of the cheat will appear. 


AK47: Press Left, Right, Down, R, Y. 

Become Huge: Press Black, R, White, L, Y. 
Decapitating Punches: Press White, L, Black, R, X. 
Flamethrower: Press Left, Right, Down, Black, B. 
Grenade Launcher: Press Left, Right, Down, Black, X. a 
Grenades: Press Left, Right, Down, R, X. ’ 
Invincibility: Press White, L, Black, R, A. j 
Looting on Rise: Press Black, White, R, L, Y. 

M16: Press Left, Right, Down, R, B. 

Minigun: Press Left, Right, Down, Black, Y. 
Molotov Cocktail: Press Left, Right, Down, R, A. 
Normal Size: Press Black, R, White, L, B. 

Pepper Spray: Press Left, Right, Down, White, X. 
Pistol: Press Left, Right, Down, White, Y. 
Shotgun: Press Left, Right, Down, L, Y. 

Shrink: Press Black, R, White, L, A. 

Tazer: Press Left, Right, Down, White, B. 

Tear Gas Gun: Press Left, Right, Down, White, A. 
Unlimited Ammo: Press White, L, Black, R, Y. 


Note: This code also unlocks Unlimited Time in Chaos mode. 

Unlock Bull: Press Right, Right, Right, Right, A. 
Unlock Freak: Press Right, Right, Right, Right, B. 
Unlock Spanky: Press Right, Right, Right, Right, Y. 
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DIDS Ud Dasa 


All Research, Rocky Road, a 


TRINH CLI AP ATS TI A YE > Deal ihe Aa lla 


ROCKY ROAD 


During gameplay, enter the following codes to unlock these cheats. If you 
entered the code correctly, the name of the cheat will appear. 


All Research: Press Down, Down, Down, Left, Right, LI, Down, Up. 


Crash!: Press RI, LI, Up, Down, Up, Down. 

Dial-a-Twister: Press Left, Up, Right, Down, LI, RI. 

Drive By: Press LI, RI, Left, Down, Right, Right. 

Exodus: Press LI, RI, LI, Right, Down, RI. 

Extinction Event: Press LI, RI, Down, RI, LI. 

Gimme Lots of Money: Press LI, Right, Right, LI, Rl, Down. 
Gimme Some Money: Press Up, LI, Down, LI. 

Guaranteed Immunity: Press Up, Up, RI, LI, Up, Up. 
Happiness is...: Press RI, Down, LI, Up, Up, Up. 

Hot One: Press Down, RI, Down, RI, Down, RI. 

Impossible Mission: Press RI, Right, Right, Right, Right, Rl. 
Instant Alcatraz: Press LI, Left, Left, RI, Rl, Right. 

Isla Muerte: Press RI, RI, RI, LI, Right. 

Market Day: Press Down, LI, RI, Down. 

Minimum Security: Press Down, Down, Left, Right, LI, LI, Up, Up. 
Mr. DNA: Press RI, Up, RI, Right, LI, Down. 

No Red Tape: Press RI, Left, Down, Down, Down, Down. 
No Twisters: Press LI, RI, Left, Right, LI, RI. 

Oh No!: Press Left, Right, Left, Right, RI. 

Ooops...!: Press Up, RI, Down, LI, Left, Left. 

Open to the Public: Press Left, Down, Right, Up, LI, RI, LI, RI. 
Pax Jurassicus: Press LI, Left, Up, Left, Up, Left, LI. 

Plague Outbreak: Press Down, Up, Down, Left, RI, RI, RI. 
Rampage Time: Press LI, LI, LI, Left, Left, Left. 

Rocky Road: Press Right, Right, RI, Rl, L!, Down. 

Seal of Approval: Press Right, LI, Up, LI, L1, Down. 
Sequencing Error: Press RI, Up, LI, Down. 


Storm Free: Press RI, 
Rl, Left, Right, Fale tay — 
Up, Right. VP> ee a +. 
Three Stars: Press LI, RI, 
Down, Down, LI, Right. 


Welcome to Sydney: Press RI, 
LI, Rl, Down, Up, Down. 
ke 


F283 £8 
ie 


Where’s the Money?: Press 
LI, RI, LI, Rl, Down, Down. 


GAMEPRO JULY 2003 


Where's the Money?: Press L, R, L, R, Down, Down. 


JURASSIC PARK: OPERATI! 


Guaranteed Immunity, No Twi: 


During gameplay, enter the following codes to unlock these cheats. If you 
entered the code correctly, the name of the cheat will appear. 


All Research: Press Down, Down, Down, Left, Right, L, Down, Up. 
Crash!: Press R, L, Up, Down, Up, Down. 

Dial-a-Twister: Press Left, Up, Right, Down, L, R. 

Drive By: Press L, R, Left, Down, Right, Right. 

Exodus: Press L, R, L, Right, Down, R. 

Extinction Event: Press L, R, Down, R, L. 

Gimme Lots of Money: Press L, Right, Right, L, R, Down. 
Gimme Some Money: Press Up, L, Down, L. 

Guaranteed Immunity: Press Up, Up, R, L, Up, Up. 
Happiness is...: Press R, Down, L, Up, Up, Up. 

Hot One: Press Down, R, Down, R, Down, R. 

Impossible Mission: Press R, Right, Right, Right, Right, R. 
Instant Alcatraz: Press L, Left, Left, R, R, Right. 

Isla Muerte: Press R, R, R, L, Right. 

Market Day: Press Down, L, R, Down. 

Minimum Security: Press Down, Down, Left, Right, L, L, Up, Up. 
Mr. DNA: Press R, Up, R, Right, L, Down. 

No Red Tape: Press R, Left, Down, Down, Down, Down. 
No Twisters: Press L, R, Left, Right, L, R. 

Oh No!: Press Left, Right, Left, Right, R. 

Ooops...!: Press Up, R, Down, L, Left, Left. 

Open to the Public: Press Left, Down, Right, Up, L, R, L, R. 
Pax Jurassicus: Press L, Left, Up, Left, Up, Left, L. 

Plague Outbreak: Press Down, Up, Down, Left, R, R, R. 
Rampage Time: Press L, L, L, Left, Left, Left. 

Rocky Road: Press Right, Right, R, R, L, Down. 

Seal of Approval: Press Right, L, Up, L, L, Down. 
Sequencing Error: Press R, Up, L, Down. 

Storm Free: Press R, R, Left, Right, Up, Right. 

Three Stars: Press L, R, Down, Down, L, Right. 


Welcome to Sydney: Press R, L, R, Down, Up, Down. 
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Log on to 
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for more details and to enter the contest! 


(1) Grand Prize 


° Limited Collector's Edition of 

All the Happy Meal Games 
¢ One-Year Subscription to GamePro 
° GamePro T-Shirt 


° GamePro Presents Sonic 
Action Figures 


L a‘ ——— irector's Curt 


¢ Copy of Sonic Adventure Dx: 
Director's Cut 


° Copy of Super Monkey Ball 2 
(10) Second Place Prizes 


e One-Year Subscription to GamePro 
° GameFro T-Shirt 


° GamePro Presents Sonic 
Action Figures 


° Copy of Sonic Adventure Dx: 
Director's Cut 


¢ Copy of Super Monkey Ball 2 


(10) Third Place Prizes 


° Copy of Sonic Adventure Dx: 
Director's Cut 


EVERYONE 


Products displayed 
are rated E: Everyone. 


¢ Copy of Super Monkey Ball 2 


CONTENT RATED BY 
ESRB 


* At participating McDonald's while supplies last. CAUTION: May contain small parts. Not intended for children under 3 
Ask about a Fisher Price toddler toy for kids under 3. 

SEGA is registered in the U.S. Patent and Trademark office. SEGA, the Sega logo, Sonic Adventure, and Super Monkey Ball 
are either registered trademarks or trademarks of Sega Corporation. © SEGA, 1991-2003. © 
SONICTEAM/SEGA, 2000-2003. © AMUSEMENTVISION/SEGA, 2001-2003. All Rights Reserved. DOLE® and 
DOLE & Sun Design™ are registered trademarks of Dole Food Company, Inc. McDonald's and Happy Meal © 
2003 McDonald's Corporation. ™, ®, and the Nintendo GameCube logo are trademarks of Nintendo. The rat 
ings icon is a trademark of the Interactive Digital Software Association. All Rights Reserved 


a oa pe ~ 
PPE y yp ite ee Sa aaa ane Ae SS 
Worte's Larcest lunerewvenr MuLrTiPLarrore Game Magazine 


RED FACTION Il SUPERCAR STREET CHALLE 


Gibby Explosions, Infinite Grenades, and More Extra Car Colors and Unlock E\ 


CHEATS CHraTS 


Change Coitor 


“i 36 
Bete 
Bate. iz = HST 


At the main menu, select Extras, and at the Extras screen, choose Cheats. 


Extra Car Colors: VWWhen customizing a car, select Change Color from the list 
Enter the following codes to unlock the corresponding cheats. If you entered 


of options. At the Change Color screen, press Up, Right, Down, Left, A, 3 
O, X, U1. If you entered the code correctly, more color options will appear | 


the code correctly, the name of the cheat will appear onscreen. 


Directors Cut: Press Y, A, X, B, X, A, Y, B. at the color bar at the bottom of the screen. 
Fat Mode: Press X, X, X, X, B, A, X, X. See lane 
Gibby Explosions: Press B, X, A, Y, B, X, A, Y. eee nat Ser 
Cine mn ions! lif 
Infinite Ammo: Press Y, B, A, X, Y, X, A, B. ae CK Oe 
Sie rime ATTaAck 
Infinite Grenades: Press X, A, X, Y, A, X, A, X. aetna oy Spare raioet eh : 
Load save 
Level Select: Press X, Y, A, B, Y, X, A, A. Options 


Master Code: Press B, B, A, A, Y, X, Y, X. 


Rain of Fire: Press Y, Y, Y, Y, Y, Y, Y, Y. — | 
Unlock Everything: At the main menu, press LI, LJ, Up, Right, Down, | 
Rapid Ralls: Press X, Y, X, Y, A, A, B, B. Left, L2, R2, LI, RI. If you entered the code correctly, a menu will appear : 


Super Health: Press A, A, Y, B, Y, B, X. that will allow you to unlock all cheats. 
Wacky Deaths: Press B, B, B, B, B, B, B, B. 


Walking Dead: Press A, A, A, A, A, A, A, A. 


RED FACTION Il 
Super Health, Walking Dead, and More 


Coe ae S. 


At the main menu, choose Options, and the Options screen, select Enter 
Codes. Enter the following codes to unlock these cheats. If you entered the 


At the main menu, select Extras, and at the Extras screen, choose Cheats. code correctly, the word “Valid” will appear onscreen. : 
Enter the following codes to unlock the corresponding cheats. If you entered 
the code correctly, the name of the cheat will appear onscreen. Low Gravity: FPTAIL 
Bouncy Grenades: Press Black, Black, Black, Black, Black, Black, 
Black, Black. Slo-Mo: WTCHKPRS 

4 Director's Cut: Press Y, X, Black, White, Black, X, Y, White. Unlock Everything: SOMONEY 


Gibby Ammo: Press X, X, X, X, Y, Black, X, X. Unlock Greg Albertyn: GIMEGREG 
Gibby Explosions: Press White, Black, X, Y, White, Black, X, Y. Unlock Jessica Patterson: BLONDIE 
Unlock Mike Jones: TOUGHGUY 
| Infinite Ammo: Press Y, White, X, Black, Y, Black, X, White. 
7) _Rain of Fire: Press Y, Y, Y, Y, Y, Y, Y, Y. 
Pe Rapid Rails: Press Black, Y, Black, Y, X, X, White, White. 
Super Health: Press X, X, Y, White, Y, White, Black. 
Unlock Everything: Press White, White, X, X, Y, Black, Y, Black. 


Wacky Deaths: Press White, White, White, White, White, White, 
White, White. 


Walking Dead: Press X, X, X, X, X, X, X, X. 
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woe Ae LeSsSSsS CONTROLLER 
We, A RUMBLE MOTOR. 


is the Only Wireless 
Controller for GameCube™ with Built-in Rumble. | 


“The G3 Wireless is absolutely amazing.” 


MGON.com 


i 


U ; Who — pavement when you’re behind the wheel | \ 
of a souped-up MINI Cooper? Tear through subway stations, | 
rip apart golf courses, and plow through.storm drains’ 

as you pull off the ultimate epi heist. 


<a <I 


A high-octane arcade racer — Race through L.A. Master 4 modes from death-defying Bonus features including movie 
based on the blockbuster movie. driving 10 different vehicles. stunt driving to multiplayer madness. §=—sfootage, interviews, and more! 
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® Visit www.esrb.org or 


call 1-800-771-3772 


for Rating Information. A 
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